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100% Full Motion Instantly Interactive \*eo Gaming
lets you...
Slam it with Scottie...
Become the Supreme Warrior...
Be the ultimate Corpse Killer
e and
Escape the dangers of Night Trap.
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Slam City ™

Supreme Warrior

RES. the Digital Pictures logo, Corpse Killer, Slam City with Scothe Pippen and Supreme Warnor are imdemarks of Digital -

Pictures, Inc. Night Trap is tradamark of Hastro, Ine
and MEGADRIVE 32X are tradomarks ol Sega Enterpnses. Lid
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REGULARS

EDITORIAL 6
More rop dredged up ot the end of o
very tiring issve.

NEWS 8
We've got a duich of news spedials that

fahont a.fﬁ £~ . 32X

by the tuftys, or is it just a load of plat- e

X-MEN 2: CLONE WARS 68

will leave you gasping, gasping, dutch- One gong of mutants (the editorial ade

ing yourself moaning, dizzy and diseri- team) admires the coolness of another.  cxp uEp 09
entated. Well, pleased ot least. Like we Slag off my mute Welverine and eoh,

are. Fll scratch your eyes out.

PAUL'S TIPS 44 STREET RACER 72

Eeny meeny miny mo — which player's UEI Soft's riotous racer has vs all
guide is doomed to go? Well this month squabbling for space round the meni-
we fulfil our obligations with the sec- tor. See Vivid Image’s remarkable
ond part of Bubble and Squeak. And Aandiwerk for yoursel.

you thought it had got the concrete

overcoat treatment. MRNUTZ2 74

MEGAMART 91 SN S Meshe e S eon

Notice how, with the imminent release
of the Saturn, more ond more
Megadrives appear for sole! And the
odd Master System, too. They're joking
aren’t they, | wouldn't give you the
drippings from my nose for one...

YOB 90
We've been told that someone has
been impersonoting YOB on Sky One
and winning competition prizes. Well, 1
suppose we could ask Scott Chishelm to
do our letters page.

Q&A 92
Amazingly $teve monoges to onswer
four (count ‘em) poges of your letters
this month. How, you ask? Caffeine,
late night Sky Movies and the love of @
good woman kept him up to it

NEXT MONTH 98
You The Jury: Should the filih that is

MEAN MACHINES be printed ogaoin? Look
at this poge before ringing. (Colls vost o
month’s woges ot cheap rate, omputat-
ed limbs at all other times).

For your amusement we cover
Bullfrog’s sensational new Theme Park
simulator. The first Megadrive game
that lets you sack people and mop vp
the puke of young children. We reveal
all in a frankly massive review, with a
sprawling park of our own — Cheesy
Tongue World of Misadventures.
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cheese, but suffers naught for it.

NHL HOCKEY 84

2 Only a two-page review, but this pic's cool.
f
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FEATURES

FEVER PITCH 26

Feothall vie-

lende is a

popular

topic at the

mament, mainly

betause of a certain French ‘homme’, ne
c'est pas? Just the right time for US Gold
to come up with o new type of Sower
gome. One which irresponsibly encour-
ages players to cheat, inflict injury and
drink beer. Huzzoh!

TIME COP 30

Jean Clovde

Van Damme

might sound

like the police-

man in Allo Allo, but he has no problems
understanding the physics of time travel.
We intrepidly zoom through the channel
tunnel to confront more people who talk
strangely, just to see their new Mega-(D
game,

PREVIEWS

NFL 32X 34
m:::ﬁ CoAaaaias-sew o
shoulder pads, but
mow with odded distinction of 32bit pro-
wessing power. Coo!

ETERNAL CHAMPIONS (D 36

MOTHER BASE 38
BRIAN LARA CRICKET 40

WAYNE GRETZKY HOCKEY 42

1R
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06 MM SEGA

Ma ¢ There's a
- hushed feel-

ing in the

office at the

moment. By

the time
you're reading

this issue, we will have
got our hands on
Daytona for the Saturn
— and we can’t wait!
Not since SFIl and MKII
have we awaited a
game so eagerly, and
needless to say next
issue will see Daytona
given more space than
any other game. Ever.
As Alan Partridge says,
‘Join Us!

PHOTOS

Following last month’s gruesome gallery of photographic exploits,
MEAN MCHINES are proud to present yet more ‘Cash for Photos’
to feed the imug!mlhnn Don’t these people have any sense of
shame?! If you've got photographic evidence of a exira- terrestrial
nature, sign, seal, and deliver it to: CASH FOR PHOTOS, MEAN
HACHIHES SEGA, 30-32, FARRINGDON LANE, I.GND'I‘.'.'IH ECIR
3AU. (We also accept video footage).

MORTAL KOMBAT
GHARACTERS

Ahem! Yes, well, what can we
say? Um, well done Mr

and Mrs Callis, very
convincing Reptile and

Kitana lockalikes. Oz

was particularly taken

by Kitana's high fashion

pixie boots. The cash is §
on its way.




YOUNGER

BROTHER BOUND
AND GAGGED

Oh come there’s no fooling the eagle-eyed MEAN
MACHINES jury! Look at those bonds they're not
going to keep little brother in that cupboard for

long! But Robert Handlin, we

al strength tape across the gob so the brown
crinkly one is heading your way.

BAD
HAIRGUT

Quids in for Michael Marchant

with this cracking sad haircut pic Take if awoy Coulthord. “There was this really fot
of his Mum, Barbara. Oh, and ;I::Kﬂ nllll'pn:l‘:lhl:djuhim l‘:dhﬁh
Claire wants to know where she ! 0 | spreod the remour that the cor
got the beads! A tenner’s wing- Mathematical mischief from A Davies. What a :'miﬂ?:nﬁﬂmf ::r:
ing its way to you as we speak. scamp, but | bet he can’t work out the volume of of touthved bt exeryone would potnt af themm and thout
a cylinder! What's it like going to school on the set ‘Worney Beas! Momey fleos!" If you wented 1o wind
of womaest up you d push them mig ber or just loegh

£15

(£10 BONUS IF ALREADY “ENGAGED")
EI: BIGGEST PANTS YOU CAN FIND —
ENTIRE KITHAT IN MOUTH — £10

FAT MUMS — £10

(E10 BOMUS IF IN SWIMMING C
YOUNGER BROTHER BOUMD AMD GAGGED

IN —£10
uusm.uulu—m
(£10 BONUS IF IN DODGY STUDENT COAT)

LIFE IS GRUEL
(AND 0 ARE WE]

STEVE

"We ‘od to do droma whea | wos @ nipper,” dhirps
Steve. “S0 03 we could ol gel ports in Eaubnaders
whatn we was older if we couldnt get @ job in
MiDonald's. Asrywoy, there was this one kid colled
Michoal Weekes oo we oll really ‘ated. One time we
just decided b beat him wp ond hid hen wnder o
sboge block, then we sharted poking these big metel
rusles through the hond heles. We 1old his if he reld
omyene he wos there we'd kill him, so be spant the
entive lesson there, After that he got done for shiving the lesson! How we laughed!” And
you tan now coich Michoel Weekes pleying Rowley the dog in Albart Square.

GUS

Gus ssill beamn dedightediy o the thaught of his
junicr sodvsm. “There wos o really spescy kid of par
scheol, boots,” imones our joculr jeck. “Ha did this
strangs imprewion of Jaws where he just goped his
mouth ogen osd rolled his head bock, eyes ghamed
Wi theught it wos really fenny, 50 we used 1o bang
owr desks, chant, and pundh him in lassans until he
did it A b wos alwoys the one fo gel scolped o
if 0! What o thome he get expelled ond now lives

under o bridge.”
0z

Ak O abowt bes misgueded childheod bebamour
and o sudden dowd of repentonce obsneres his bove-
ly wioge. “Dne fime me ond my brother looked
under this big rock and found o tolony of kiltle ants,
butsily working swoy. So we killed them oll. We put
them in burkets ond walthed them drown, we bernt
them with lit oerosoks, we even staked them out.
pieled them ond prayed lo Seton. One doy th
Lovd will strike me down for such on oo of gene-

"KIGK ME” NOTIGE | ======:
ON TEACHER'S |-

(M ol thve confessapns, Claire’s is the most shotking

did like the industri-

ond shout ‘Morsey fleas! Merney fleas! some more

Prisoner sy
Cell Block :
anyway, PAUL
eh? “My parer bought me o splendid air pisel for my
There's irthdlery whan | wes pousg,” revalls Posl, misty-
also eyed "My natwral blood -bust was socn orowsed aad
. | Inumd sl using sy eacuse 0o padl it oul of my

debataﬁ in woiithand with o hearty You lookin' at me?’ and
the office pap off a cauple of shats. Indeed, | viidly remam-
that this ber spending one balmy wummer ohernoon repest-
looks just edly thaoding o cornesed frog in the heed whily o

I crovwd of en-logkers theered me on. Foriunaiely | wasn't in Fronce myself of fhe time, 5o
a teeny the police et me gol Arfar”
bit
stoged. .. RAD

Rod has no shame about his schoolday indiscretions. “Me
ond my friends used to have great fun formenting our pal
Steven Barker.” he recalls "He'd
flinch if you did anything, so our
fovourite trick wos to get one per-

ANY OF THE FOLLOWING — ES SPACE HOPPER RACE — £30 son on either side of him, both of
i (E10 BONUS FOR MORE THAN FIVE PEOD- whom would held up their arms
ond lean over Steve, wiggling their
HAT (WITH FLAPS DOWN| fingers. Then we walch as he help-
T-SHIRT lessly comtorted his body, unsure

MATCHING VEST AND PANTS of who to flinch form at any fime
SOCKS WITH GARTERS BONUS IF PLAYING FOOTBALL) he looked like he was having a fit.
GRANNY AT CHRISTMAS — C10 Or perhops my favourite was

NEW NOMINATIONS: (£5 BONUS IF WEARING PARTY HAT) when | hit him in the nuts with o hockey stick. Or that time
DRESSED LP LIKE MORTAL KOMBAT 1l when we locked him under the stage in the main hall. |
can't decide.”
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NEWS

PRIMAL

FIRST MEGADRIVE

Iready a firm mﬂr‘ 2 et E
® NEW GAME Afmur.m n
he arcades, -2 |

MEAN MACHINES AN
@ BY PROEBE has got the first pic- :

tures of Time
® MEGADRIVE Warner's Primal

Rage conversion for
the Megadrive. Developed by Probe, the code is a
mere 20% complete with two Vertigo sprites battling it
out against a series of backdrops ported from the
arcade board.
The Primal Rage coin-op pits a number of prehistoric
creatures aogainst each other in a
battle for world supremacy. A one-
on-one beat ‘em up, a variety of
flesh-tearing dinosaurs and huge
apes offer some of the weirdest
special moves you are likely to see,
including pungent farts, skull-crush-
ing dives and bad breath! However,
rather than create the creatures
directly on screen, Primal's many combatants were
created using the Ray Harryhausen techniques of cre-
ating clay models built around flexible metal skeletons
which are painstakingly bent and filmed to create

each animation

Time Warner's conversion is based on the laotest
update of the Atari coin-op, which has added an extra
dino to the fray, and both Time Warner and Probe are
confident that all the coin-op fatalities and moves will
be crammed into the Megadrive cart — including the
ability to eat the villagers who crowd each bout. A
Saturn, 32X, and Game Gear carts are also on the

DAYTONA DATE-LINE

NPT e L)
@ UPDATE USA on Saturn, the | ., Amid ' 4
most important Ll ".“ -tli' rr' ‘r
@ BY SECA release for the §% - :
machine to date, is
3 SATURN set to arrive in
Japan on April 5th,
meaning that a full
review will be possible next issue. Work is still
ongoing, with the multi-player mode causing the
most difficulty. Segao intended to release a multi-
player connector at the same time as Daytona, but
the game may still appear in a single player for-
mat. Whatever the outcome, nearly all the game's
polygon features and custom FX have been ported
in the conversion.

-

08 MM SEGA
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HEY, BlG NOSE

& NEW GAME porky, you get a slap

< BY VIRGIN parent. Mot so, with
o MEGADRIVE acquisition. Yep, the

have teamed up with Disney again, this time for a plat-
former starring that wooden actor, Pinnochio. Developed
in the catacombs beneath Virgin's Ladbroke Grove HQ,
the game is said to be a rather smart-looking platformer
featuring animation
identical to that of the
cartoon. Plot details
have yet to emerge,
but "-l"ilgin have con-
firmed that the game
is set for a Megadrive,
32X and Saturn
release later this year.
And we'll be getting it
first. Nyah.

IN LINE FOR FIRE

=3 NEW GA“E coming from EA, with

NEWS

Mormally, if you tell o

round the head from a

Virgin's lotest Disney

chaps behind The Jungle
Book and The Lion king

Good news for the 32X

one of the hugguﬂ 3DO

hits to date, Return Fire,

making its way to the

Sega add-on. The inno-
vative wargame
mixes realtime poly-
gon graphics with
split-screen action.
There's a strong
strategic element to
the game as you
direct tanks into
enemy territory in
bid to capture their
base.

RETURN OF THE BLOB

Insiders
& NEW GAME

at Sega
are get-
@ BY SEGA ting

excited

@ MEGADRIVEEILIE

new

project starring a slimy blob.
Provisionally titled ‘Ooze’, no pictures
are yet avoilable but the American-
originated game features a novel over-
head gameplay perspective and tasks
involving slithering about digesting all
and sundry. Sounds like it should be
renamed ‘The Gus'.



StGA’S Bl SUMMER DRA

Sega are indicating that
their novel beat ‘em up
Comix Zone is going to

@ NEW GAME
make the running for the

- — Megadrive this summer.
® MEGADRIVE The game is attracting more

attention than the average

Streets of Rage/ Ninja
Turtles affair by placing the action within the ‘pages’ of an
action-packed graphic novel.

The hero, Sketch, battles his way through each panel, which
is laid out as a series of separate drawings mapped onto a

page, scrolling in four directions. His nemesis is the animat-
ed hand which arrives to scribble some mean-looking crea-
tures. Progress sometimes means busting through the mar-

gins between frames, or breaking through the scenery. The

action is nicely offset by a puzzle element, and storyline

inserts.

This 24MEG cart features \
some of the best-looking .
graphics seen on the ! | .
Megadrive, and it's no : .
exagerration to mark this out
as one of the major titles of
1995. MEAN MACHINES will
be carrying more before the
projected July release.

h

SCORING SPEEDY

Determined not to go the
same way as Larry Grayson,
Speedy Gonzales is trying to

& NEW GCAME
resurrect his career before

@ BY SEGA
becoming cat food. Although
@ MECADRIVE hiscotchphrase: “Arriba,

Arriba” doesn't quite match up

to “Shut that door”, Speedy enjoyed o .
late Seventies teatime following with his E,vé
Mexi-corny cartoon. Sega are employing h N
him in yet another cartoon platformer. - .
His legendary speed plays a part in his
battle to save his girl from the clutches of
Sylvester the cat.

10 MM SEGA

Sega plan to add their NBA
Action to the melee of basket-
ball games on the Megadrive

& NEW GAME
stand. Despite a rumoured slow

@ BY SECA
response to Acclaim’s NBA Jam
L I S A el L Sl TE, they obviously feel their

overhead viewed game with
copious stats is going to thrust the sport back into the media spot-
light. Or something. NBA Action is due out this Summer.

=SEIRALY




NEWS

gl FAGE YOUR DOOm

Remember

@ NEW GAME our CES A 3D maze blaster, similar to Doom is one of the March
report where o NEW GAME Saturn releases. Daedelus takes place on a massive
<o BY TEA we unveiled orbiting space station overrun by swarms of hostile
the first pics @ BY SECA robots. j‘r’oulpilct a remote armed unit Thr_nugh dozens
® 3IZ2X of Interplay’s qf labyrinthine levels. The textured gruphms look sensa-
rather smart- @ SATURN tional, r::rfd all sorts of Saturn gru_phlc effects are used.
looking A full review next issue, we promise.
Alone In The Dark Il for the 32X? Looked
good, didn't it? Well, sadly a UK release has
been further postponed as Interplay don't
have the rights to release it in the UK! This is o
real blow, as we reckon it had all the makings
of one of the best games for the plug-thru and
would be the perfect showcase for it. Still,
Infogrames distrib- ——
uted the game in
the UK, so perhaps
it will appear
through them.
Fingers crossed.

R

4 Daedalus was the mythical
father of lcarus, you know.

;&«nitf

TARMAC ‘ﬂ: EMA:

llnunilhﬂr skin_complaint caused by

i ORiIvE iAo

THE RASH IS BACK
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NEWS

MEGAMANIA HEX

There just f..D-'& @ BY EA
@ NEW GHHE wasn't the or

space to pre '-_-_= - 2x
@ BY SECA view US >

Gold's - _ With the 32X yet to play host to a footy
- GAMEGERR Megaman on - = S game, EA have stepped into the frame

Game Gear, C B @ @i - - with an enhanced version of FIFA.
but as these A Looking to the next generation of

pics suggest, the game is pretty far advanced [ @i i — -t - machi it looks likel EA’
! . : =" “ achines, it looks likely that EA's
and due fo hit the streets in a couple of d 0!"0!"0! " biggest titles are set to hit the plug-thru,
L L _ N v
&

-

-Jﬂo-ﬂhsP Following their minor triumph with P - W although at the time of writing it hadn’t
ames Pond 3 (reviewed this issue) US Gold [ ’ . ’ been decided what form the game

have themselves o potential gem, with high- would take. Here at MEAN MACHINES
lighted levels from the last six Megaman we're hoping they'Il attempt to cram the
adventures on various other formats. The panning and zooming of the 3DO game
gameplay is as faithful as the graphics, and into the cart, but there are doubts as to
we can hardly wait to do next month's whether the 32X could handle it. Still,
review. needless to say, we'll be watching for
news of FIFA 32X like a hawk, and
you'll see it here first.

aZX PUNGH-
ORUNK

@ NEW GAME

@ EBY EA
® 3IZX

RFFRRFRRRR N

IR0

LRI [RTTIT

&t

@ NEW CAME
&® BY WORKING DESIGNS 1T ; e - Hot on the heels of their 32MEG

' ' —— Megaodrive Toughman Contest, EA are
@ MECA €D . ' 1T currently puﬂ-ing the finishing touches
s : ¥ —r oy T 71 < toan enhanced 32X version. 32X
Popful Mail is a strange action adventure game . Toughman is the same game in terms
on the Mega-CD which has just been released in ' E of content, but the programmers have
the States courtesy of Working Designs. The com- o 2 gone fo fown on the presentation
pany has made its name in converting massive 5 using the full 256 colours for the
lapanese RPGs like Lunar: Silver Star and Vay to ' - p— _ fighters and creating all-new back-
English text translations. Popful Mail fits into that ' - drops. Similarly, the sound is being
mould, with o massive two hours of dialogue. If € Bl imprulved 100, with EA opting for
also has appealing side-scrolling arcade sections ' ol : _ QSound i'::.l gi\rre a 'surround sound’
reminiscent of the Wonderboy games. A UK ver- il ~+ — ] fnal to fhe alfacis whidh ove. it i
sion is a serious possibility. samples lifted from televised ’
Toughman bouts. A review is on sev-
eral pieces of card as they say.

12 MM SEGA




NEWS

(14 ) 14[R BUGGLES  1ppKk AND LEARN

@ NEW GAME
work has arrived

@ BY SEGA
@ BY SECGA in the US, with a
@ SATURN compact disc

<® MECGA CD version of

gy , Compton’s
They thought it would never happen... A 1 'S Interactive Encyclopaedia. 12 attractive leather-bound
but the Master System is set for a new e 11 , 4 , volumes have been squeezed onto the platter. In
title. US Gold are converting the NHL T [ addition to the complete 34,000 article edition, there
Hockey game reviewed on Game Gear ! N ! are 5000 photo stills and a few dozen video
this issue to the super-annuated 8Bit. So - b J sequences. No plans as
does this portend a Master System revival 3 K yet for an English-
along with flares, lava lamps and Labour : ; spelling version in the
governments? Well, Sega estimate they'll ; ; - - | uK, but the gap in the
still sell more Master Systems than a8t g ) e M, ~astay market is certainly

RN VP9S... Sega’'s much-needed platform injec- i

[ E:-.E] : tion for the Saturn is coming in the

- form of Bug, a little title for a poten-
tially massive game. The eponymous
hero explores a bizarre but beautiful
world of strange birds and drogons.
He is able to move in and out of the
scenery and
employ various
magical effects.
With months of
development to
come, it looks
exceptionally
pretty already.

POGKET BILLIARDS

Data East have
their first Saturn
@ NEW GAME development in
progress with an
@ BY DATA EAST  pdote of Side
Pocket, their
@ SATURN Megadrive billiords
and trick shots
game. The basic tabletop action is supplemented with dig-
itsed ‘hostesses’ and a wealth of options.

& BY US GOLD
@ MASTER SYSTEM

@ EDUCATIONAL Palwiing

'HH’:."I."I.

i | 'I'IIIIHAI:

i e e

ISEm SmivVE TESE T

THE RASH IS BACK




MKII: THE NEXT GENERATION

@ NEW CAME

@ BY ACCLAIM
@ SATURN

If you were disappointed that the 32X version of
MKIl wasn't quite arcade perfect, Acclaim and
Probe are set to redress the balance with a new
Saturn version. Although the gome has yet to
apear on a release schedule, MKII for the Saturn
will indeed be arcade perfect, with the coin-op
sprites reproduced perfectly for the machine, and
all the effects and juggle combos surviving the

transition. Needless to say, Acclaim are remaining tight-lipped regarding a release
date for the conversion, but more will be unveiled nearer the Saturn’s launch.

PITFALL SWINGS ON T0 32X

A, Y

@ BY ACTIVISION

Activision are currently working
a version of Pitfall: The Mayan
Adventure for the 32X. Looking
rather similar to the existing

Megadrive and Mega-CD games,
Harry's 32X outing is expected to
feature larger sprites, even more
levels, ond better animation than
before. A release date hasn't been
set, though, and only o very murky

shot has filtered through to us.

14 MM SEGA

I LSR5

on

SEENING ASYLUM

@ NEW GAME

@ BY BINARY ASYLUM
@ MEGADRIVE

One of the better Amiga games for ages, Binary
Asylum’s Zeewolf is Megadrive bound. Best
described as ‘Choplifter in 3D°, the player is given
control over a blue helicopter as they whiz across a
polygon-based landscape in search of their green
enemy. The basic aim is to blast the greens into
submission whilst rescuing as many of your blue
compatriots as possible. The Amiga game was
graphically reminiscent of David Braben's
Zarch/Virus which hit the floppy machines a few
years back, and the Megadrive game is set to
recreate the pathwork landscape and keep it mov-
ing perfectly. Apparently, Binary Asylum are touting
the 90% complete code to o number of software
houses at the mo, so expect pics and more news
imminently.

Support for
the 32X is on
the up, as
Acclaim are
about to
unveil a 32X
version of
their Judge
Dredd licence. With the Megadrive and Game
Gear code both 75% complete, Probe’s next task
will be to bring Joe and his cohorts over to the
plug-thru, along with bigger sprites, better
sound and extra levels. The basic platform ele-
ment will remain the same but, as is the custom
with such upgrades, the game will be expanded
in every

area. As

such, a 256-

colour ver-

sion of the

game should

be patroling

the streets in

time for

Chrimbo.

@ BY ACCLAIM
@ 32X




NEWS

WIN! MORE X-MEN GUBBINS (€TXTTRET]

We love the X-Men, we do. Every Saturday we're all tucked ; ‘
@ NEW CAME inte our respective beds glued to the adventures of Wolverine, Qoooh, you Il never believe
Cyclops and their mutie mates. And we know you love them, what I've heard...
@ BY PANINI too. That's why we're offering you the chance to win one of
forty sets of the brand new Panini X-Men collector’s cards. Oh A shorter column this month,
yes. Each set comprises twenty packs of cards, with each pack becouse of the od below. 5till, we're
containing ten cards, And as the set is made up of 150 cards, there’'s a strong chance you'll com- off to movieland, where following
plete the set immediately. If not, then you'll have to go out and buy a pack for 60p won’t youl the likes of Judge Dredd and Batman
Anyway, to win one of the sets, just answer the following question: Forever, we hear that Tank Girl is
alse Megadrive-bound. The film stars
¥hich X-Person has Adamantium claws? Lori Petty (after Emily Lloyd backed
out because she didn’t know she had
Send the answer, on the back of an envelope, to the usual MEAN MACHINES address marked: to shave her head. Dohl), with lce-T
X-CITING OR WHAT COMPO?2 and Malcolm Macdowell also in the
cast. SCI have already been scared
off by the cost of the licence, but
rumours are abound that it'll arrive
courtesy of Ocean. by the way, we
hod a taster of the Batman Forever
three-minute trailer, and it looks
stunning. Let's hope the gome’s as
good. Please.
Sad news from Brum, where US
Gold's lzzy platformer (WIPed last
issue) has been delayed until
September. We've no idea why,
though.
Arsenal sponsors, JVC, are develop-
ing o character called Johnny Flash
who is destined to star in o series of
cartoons which JVC are paying for.
Needless to say, Mr Flash is also
destined to head for the Sega sys-
tems, with a Mega-CD game already
confirmed.
Ocean's Costner licence, Waterworld
is said to be shoping up very nicely
indeed, with Putty Squod developers,
System 3, at the controls. Still no
details on the game yet, but we just
thought we'd keep you posted.
We're good like thaot. Talking of
Ocean, don't expect to see a review
of their Manchester United game we
featured in our supplement a few
months' back. basicaolly it's complete
orse, and o tragic attempt at a footy
game. And you read it here first!
Til next month,

Fip pip
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THE RASH IS BACK




4L
MEGAD
32X +
EAD

lot s
high sche .
equalled PE, d scratchy
gym kits and cold, wet morn-
ing runs nruund the ':rns:

r.ountrf course,

yes!
SHdeing hw- l u puﬂhm
w to get hnullh]r nowboarding involves skiing, but on one
ak leg, which is a pretty silly do, wi bx'uli cons * f *,"
being able to — ski
lth squiggly bits'a ans. "
ga have seen pal-nh link the |gh—spnd danger
the not-se-aerodynar ut terribl§ powerful ,
« % machine. And they’ve gone as far as puttin : ; '
. team together, from the UK’s top five yo ' A Eek! My feet have been
them lots of and flying them to . . together!

shoots. Can d, w N h \
Andto celebrate their d oy SSM is invit-
ing you to risk life and limb lated snow-
board, with any artistic or d The prize for
the best board is a Megadriv the new
title®, o snowboarding video e hat. Some
runners up will get vids and hats.

Stick your design on a sheet of A4 card or paper and send it fo us
at SHOW IS FALLING ALL AROUND ME COMPO, E.AH MACHIMNES
SEGA, PRIORY COURT, 30-32 FARRINGDON LANE.LONDON ECIR 3AUL.
Make sure it arrives before the 10th May. All nermal com ion
rules apply. The Editor's decision is final. No matter how d

seems.
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TFX
More superer
than Sonic!

SUPER STREET /
FIGHTER 2 K i
hits the Amiga! o

7

" LOST EDE
Would ynu
Adam ‘n' Eve it?
Read The One’s
EXCLUSIVE!
deeply probing
Work in Progress!

\(BaLDIES
Go on, give
‘em a good

slap!

_ %’

FLIGHT OF THE
AMAZON QUEEN

ba o\ It's HUGE!

April issue: Considerably nicer than ~
a smack in the face. In all decent

newsagents from 28th March.
You'd be a fool to miss it (doh!)!



" 1ST DAY SCORE

SELL UK FOR $0.5m |

e B
-

Theme Park evolved from Bullireg's
previous people simulation, but the
real-lite inspiration is obvious.

Build o series of amusement parks
from scratch. Make them both popu-
lur end profitable using a point and

click menu system.

18 MM SEGA

IrRoll up! Roll up! Buy your tickets, find your

way, take your seats for the greatest show on
earth. Today is the grand opening of Theme
Park. Designed to be fun for all the
family, we can guarantee you
thrills and spills never experi-
enced before. From the depths of
our oceanic experience, to the
plummeting plateaus of our run-
away rollercoaster — hold on to
your lunch for dear life.

Oh dear. Maybe you should
have skipped that burger. Never
mind, there’s a balloon waiting for
you in Toyland — come in and
browse. So you want some seated
entertainment? Buck’s Fizz are playing
in the pavilion shortly, you might just
make it. Whe's erying? Don’t worry
Coco the madcap clown will moke you
smile (and if he doesn’t I'll sack him). Here
comes the bus! What, leaving so seon? Wait,
you'll miss the dolphins! They really do jump
through hoops. Don’t go — have some chips!
Wait...”

...................

The cheapest thrill, and usu-
ally the first attraction. Good
for kids, but notoriously unre-
liable.

THRILL * &
RELIABILITY *

Another of the earlier rides,
which works well near the
entrance. Compact and the
punters seem to like it.

THRILL * *
RELIABILITY * %

A mid-price range machine
that lifts off the ground. Teo
fast and the kids come out
puking. Takes a lot of pun-




The most expensive ride to
start with, but it's a real
draw, os it scares the crap
out the punters. The only pity
is its poor capacity.

THRILL * * &
RELIABILITY * #* &

Later on, the band is the type
of feature that appeals to o
broader range of punters. It
pleases rather than thrills, but
is low maintenonce.

THRILL * &
RELIABILITY % % % %

WHA'I' A RIDE?

The heart of the park is its rides. In total, 30 different rides are includ-
ed, though only a couple of park locations have all of these. When
you begin, only four basic models are accessible. New rides become
available through research. Betore

choosing o ride ossess its suitability

for the park. You want a good mix

of excitement rides and those that

attract small children. Some rides

take lots of people ot a time,

whereas others will create long

queues. The cheaper rides break

down more frequently, and some

rides are dangerous, so the ‘thrill

factor’ has to be finely tuned.

ROLLER
COASTER

Every park has to have one.
Build as big as you like, add
dips and crests — make it the
centrepiece of your park. It
does need a lot of space.

THRILL % % % % % %
RELIABILITY 7 o %

You lay your own track, as
big as you want. The more
turns it has, the greater the
thrill, but the risk of accidents
also increases, and it can
prove to be very expensive.

THRILL * % % &
RELIABILITY # % %

A rollicking white knuckle
ride, that takes up hardly any
space, yet offers top notch
thrills. In the upper price
bracket.

THRILL # % o % %
RELIABILITY * % % k%

Excellent! One of the premier
rides that attracts crowds
because of its scary show.
Reliable and high capacity
too, but pricey.

THRILL # % % % %
RELIABILITY % o o %

OBSERVATORY

A real snoozer this one, but it
has the advantage of being
relatively cheap and having
bulk capacity. Suits a quiet
corner.

THRILL *
RELIABILITY  # % %

MM SEGA 19



lets to make
good sales.
Pools of
Yomit
doesn’t nor-
mally
enhance an
appetite,

between rides are a good
idea. They ottract happy
punters looking to do some-
thing different than ride the
attractions. Check the reac-
tion to your booths to see if
the price to prize ratio is
fair,

It's tempting to stick toilets
at the park fringes. Check to
see if people are thinking of
the loo. It normally means
they are too hard to find.

These lavs are classed as
‘outhouses’. They're better
than wooden shacks, but
not much. Without regular

cleaning, the smell will
make people sick.

20 MM SEGA
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er has the
advantage

of concen-
trating your
litter prob-
lem in one
area.

The tube ride allows paths
to cross with the aid of little
bridges, but some tracked
rides are impassable.
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Tracked rides have an entrance an exit.
Positioning of queuves is even more impor-
tant than usual.

Londscaping features like trees may be placed around tracked
rides to make them even more interesting. Twists and turns also
increase the thrill factor.



A clutch of superloos. These are the most advanced toi-
lets you can lay, and they stay cleanest longest. Notice
the handymen loitering here. They always seem to drift
to the top of the park, away from the muck.

A

&
pating a focal point, with a little bit of grandeur helps
press the punters, but there is o noticeable problem
‘ spaces. The lack of a guiding path means
ars have a tendency to wander aimlessly.
N

ath r sad monorail. The problem is space. The
get-around it is to plan the position of some
3 before they become cvailable.

e aliborates Toviand sell higher
oke a bigger profit, but have a range

There's quite o
queuve developing at
‘] the Buzzy Bee.

* Shortening the ride
1\ length is the quickest
to clear it.
Entertainers are good
or. keeping queues

fon g m - ?&hl-"---'-ﬁ.-ﬁ-ﬁ-f-.ﬂ-_. - . - Il .

Fencing helps control the movement of the punters as
well as being interesting to lock at. Lost punters soon

get bored and irritated. Getting the right

queuve length is
important. Too long
and it wostes space.
Too short and pun-
ters won't wait.
Attractions like the

19. The road carries punters to and from the park, by
means of buses. Buses get larger as you invest in
research.

observatory take lots
of punters in one go,
but last for a long
time. Give enough
queuve space to take
the ride’s capacity of
punters.

Machines break down frequently. Smoke gives you o
warning all is not well, and it's vital fo summon a

mechanic at that time. The mechanic closes down the
ride and erects these signs before rectifying the fault.
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The UK is just one of a clutch of

potential park sites dotted In Theme Park you create your own world of amusement.
around the globe. Each presents Starting with an empty plot of land leased from the government
different challenges for the of the country you are in, the park is constructed through a
owner, depending on the econo- series of icon menus. Rides, shop units, gaming booths, paths,
my of the host country. First, to signs, landscaping features and staff may be purchased.

buy into other countries you need Naturally, the bigger your park, the more money you can realis-
capital gained from your previ- tically charge for entry, and the more people flock fo its gates.
ous profitable park. The more Balancing your budget is crucial, as it costs more and more to
lucrative the area, the higher the run. In the long term you want to make a huge profit, sell up
start-up cost (Europe is cheap, and start again in a more lucrative location. After all, who wants
America costly and Japan astro- to sell balloons in Sheffield for their whole life?
nomical). The population esti-
mates are important as they
show how easy it will be to pull
in large numbers. Take note of
the state of the economy as
poorer punters bring o lot less
spending money. And watch out
for nasty land taxation and high
interest rates, which take an

annual bite out of your balance. | B HE Bovs

You hove to employ the right people to
make things run smoothly. Theme Park
doesn’t stretch to interviews, but hiring
the right stoff is vital. Someone to pick
up rubbish; someone to keep the rides
running smoothly; someone to amuse
the punters and someone to keep out
the riff-raff. As the game progresses,
you'll jiggle the numbers employed
depending on the workload. Staff costs
money, however, and that wage bill
could rocket.

Sound ploys an active rather than
cosmetic role within the game
The sampled spot effects accom-
pany punters being sick, crying,
laughing or the arrival of the all-
important bus. Cleverly, the
music changes between one of
thirty jaunty themes, depending
on the main featured ride. If the
ride malfunctions the music will
start to reflect this by going
wonky.

The problems with the Unions in
Theme Park would make Maggie
weep. Every year they turn up at
your office demanding ludicrous
pay increases. What follows is a
quick game of skill, with you
extending the hand of agreement
towards them, but making them
compromise the most. Failure to
agree is costly — the stoff go on
strike, parading with placards
outside the entrance! When they
come to renegotiate they
demand even more. The same
process is gone through with the
shop suppliers.

22 MM SEGA
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SELL VDURI'.LF

Although the punters come for the rides, they expect all sorts of other
amenities, which you should be only to happy to provide — at a price.
Shops, food franchises and games come under this heading. They
bring in essential revenue after your punters have paid for entry tick-
ets. Like the ride menu, better shops come as a result of investing in
research. Dodgy businessmen should note the ‘fiddle factor’. Each
food unit has an option to maximise profit at the punters’ expense.

coded markers of your bl:lnk balance,
2 receipts, shop sales ond expendi-
. It also reminds you of loans from

; banks that must be repaid. You visit

ﬂ'll's screen regularly fo reset the oll

~ impertant entry price. The more atirac-

| tions your Erk offers, the more you

- should have the nerve to charge.

Your own little Harrods,
which makes a mint. But
remember to cater for all
pockets.

FIDDLE FACTOR:Mone,

A little piece of Las Vegas:
heads you win, tails they
lose. Some punters disappear
inside for days.

FIDDLE FACTOR:Lengthen
odds.

UNDER THE
HAMMER

The time will come to sell your park, h@
some profit and move on. As the othe
expensive to start in, you need to max
the auction. The finance screen keeps
park’s value, and once a year you are
sell up. The estimoted value is only a re
you should see the bidding exceed it briskly.
puzzled that the park value may drop even as you enlarge
it. Remember, as your park ages its assets devalue

Upmarket watering hole.
Seems to upset some pun-
ters, though.

FIDDLE FACTOR:Water
down the booze.

From the very start, punters
have beef on their mind.
Provide it as soon as possible.
FIDDLE FACTOR:Increase
the tat content.

BALLOON
WORLD

Cheapest of the food units,
these delicious ices sell quick-
er than hot cakes...unless
your park is somewhere cold,
that is.

FIDDLE FACTOR Maoke 'em

more sugary.

Cheap and cheerful gifts.
They not only bring you cash,
but a smile to a youngsters
face.

FIDDLE FACTOR:None
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This ranks
as one of
the most
eagerly-
awaited
console
conver-
sions for
ages, and
Bullfrog
have
pulled out
all the stops to make it
every bit as good as the PC
version. Even is strategy
games aren’t your thing,

STEVE

azm:m RI’IPIHG ‘l'"l

The most important impression of your park lies
inside the mind of its patrons, after all, they pay
admission. So it is lucky you are able to look inside
their minds. There are two ways of doing this. The
first, using a question mark tool allows you to
sweep round the park ‘polling’ your visitors by see-
ing what's on their minds at that moment. If you
want to know more about an individual you can. An
arrow appears above their head, enabling you to
track them around the park. An additional informa-
tion screen shows how happy they are, how long
they've been in the park and how much dosh they
have left.

the subject matter will
entice you into the world of
business, and you’ll soon be
engrossed. This is where
Theme Park really suc-
ceeds: its simplicity. Anyone
can sit down and fool
around with a potential
Euro Disney, but to create a
balanced park which makes
a profit takes time and
practice, adding layers of
depth to the game. In port-
ingthe code, a few ommis-
sions have been made
(mainly to make play less
tussy), and this has created
a conversion which can hold
its head up high next to the
classic PC version,

THINKS...

A guide to some of the bizarre bubbles, and what
the punters are trying to tell you.

You are not sole operator in this Theme Park enter-
prise. Around the world, 19 other owners are
jostling for business. Making money
may be the only thing that matters to
you, or you may strive to top the
charts in the six categories that all
20 parks are judged on annually.
‘Richest’ is a measure of wealth;
‘Exciting’ depends on the quality of
your rides; ‘Amenities’ covers items
like shops and toilets; ‘Satisfying’ is
a mysterious category, but relates
to your punter’s feelings; ‘Size’ is
important, in this case; finally
‘Pleasant’ is judged on the land-
scape, layout and upkeep of the
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There's always someone who wants to spoil the fun,
== and Theme Park has its own collec-
tion of ‘thugs’, ‘layabouts’ and dis-
affected youth. They turn up en
scooters, go round the park terror-
ising the punters and assaulfing the
staff. Employing security is the solu-
tion. You know a thug because you
can’t read his mind — there's noth-
ing there!
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This IS the
most com-
plex and
detailed
Megadrive
game ever
created,
It's con-
structed
with a
Gus staggering

amount of
variables, factors and ele-
ments that make it owe-
some to watch in action,
like an intricate clockwork
model. In actuality, it's sur-
prisingly easy to play, both
in terms of control and
understanding, and very
absorbing. Settling down to
Theme Park sessions of five
hours or more is the norm.
S0 no complaints about
playability and longevity.
As for execution, well every
simulation from Sim City to
Railroad Tycoon has passed
the Megadrive by, presum-
ably because it was
assumed it couldn’t cope.
Well, Bullfrog have shown
that the robust little black
meonster can. The game has
four speeds and is capable
of running at an impressive
lick. It handles hundreds of
animations and a huge
park layout with apparent
ease.THIS IS NOT A POOR
MAN’S THEME PARK. If any-
thing, it's a streamlined
and easier to control ver-
sion. However, a couple of
minor gripes. Some ele-
ments of the game seem to
be persistently trouble-
some. Litter is a pain, as
cleaners often congregate
at the outer edges of the
park; staff demand ridicu-
lous and unrealistic pay
rises. But far more serious,
there is no battery save on
the cart, so you have to
start a park from scratch
with every session, The
passwords only recall cash
and previous park loca-
tions. This one blight costs
Theme Park a good few
peoints, but it must be
stressed that this is o
unique Megadrive cart, and
an opportunity not to be
missed.

I
-

“ Games action ahoy in this action

packed screen shot

GRAPHICS

Incredible
amount ‘going on’
all the time. The
rides, the punters,
everything looks
good togethe:.
Some thought bubbles are foo

Music for each of
the rides is o great
idea, and linking it
with the gameplay
ond spot FX is even
better.

PLAYABILITY

Like nothing
else on the
machine. Working
the levers of the
enterfainment
industry and seeing the effects is
foscinating. Ensy to contral.

LASTABILITY

The different
countries present
new problems, ond
any park goes intro
decoy eventually,
Lock of o sove option is o bither
blow.

VEM

Without the nead
lor add-ons, Bullfrog
have truly produced
a game worthy of
better hardware on
the humble Megadrive.

OVERALL

Deserves to be as big o hit as
the compuber versions.
Megodrive gomes don’t come
ony more significant or plain
domned good as this.
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BARRY ‘10
BELLIES’ BARGER

Hmm, if | were to throw the following
words at you who would Barger remind
you of? ‘Geordie’, 'Beeeeeeeer’, ‘Why',
‘Aye’, ‘Chips’, ‘Lindesfarne, ‘Shite'?
Barger is the strong arm player (his right
is the more powerful for some reason.
Probably because he's a
L bit of a wa...) and whilst
he is competent at kick-
ing and passing, fouling
and punching people
are his strongest
points. Vinny
Gascoigne
anyone?
SPECIAL:
The Barger
Barge

RELEASE

"~ FORMAT R
5 WI‘ 9
DEVELOPERS | 5




CHARACTER Dicky ‘Tricky’ Discorama

The most agile player in the league, Tricky is a
ASSASSI "ATION Colombian entrant whose speed is legendary. A
bit of a dirty git when it comes to tackles, he
Footy has suffered a fair amount of scandal recently, but avoids getting crocked himself by leaping over
it has to be said that, whilst Paul Merson was indeed o sliding tackles and defenders with ease. His past
pillock to take drugs and gamble his cash away, when he is a bit dodgy, though, and it is rumoured he is the
was on form for Arsenal he was one of the best players in '‘Original Gangster’ Ice-T went on about.
the UK. Likewise, although Vinny Jones is known as SPECIAL: Tricky dodge
‘Psycho’, he still manages to entertain. Keen to emulate
this, US Gold have added ten unique players to Fever
Pitch. Thus, as you progress through the game, they
can be bought to enhance your team and add special
skills to the game. Each character has one special skill,
which gives the gome an NBA Jam feel, but can be
used at any time. ‘Ere we go, ‘ere we go, ‘ere we go...

¥

Ernie ‘Le Striker’ Container
Good with both feet (although Palace fans
are his preferred target), Container is the
gome's gallic entry and aims to counterbal-
ance his onfield aggression by reading
poetry and tending to root vegetables away
from the game. Despite is fiery tempera-
ment, though, he can bend a ball like no
other player and is the game's best goal 3
5::;:&;;}::?::: you can stop him nutting 'Marker’
SPECIAL: Banana shots y | : Rigatoni
3 The Italian
love god of footy spends
his time scering both en
the field ond off, and is
like glue when he
sticks to o defender.
j His silky skills include
9 a neat line in accu-
4 rate diving headers
L % and right backheels,
'y but his shooting skills
aren’t that hot — both
on field and off!
SPECIAL: Close mark-

Jergen ‘Cheat’ Gdiverman
The oldest of the bunch, this bald German lists his hob-
bies as collecting Welsh love spoons, and eating oys-
ters. A good all-rounder, lergen was whisked
from a match in 1966 through a
time warp into present day
England where he con-
i tinues to play. Be
warned, though, he has taken
more dives than

Duncan - i .
Goodhew and [T e S o

, spends most of e
his career slid- i
" ing into penalty < £
areas face first. : - =: o
SPECIAL: Diving to w

fool Ref

l]'



Emo ‘Ball-Blazer’ Bikomozo
The game's second striker, Emo hails from
Cameroon the side famous for their cor-
ner flag mating rituals. A dedicated foot-
baller he was raised by a tribe who wor-
ship a deity called Jack Charlton. His shots
are more powerful than curry and egg

tarts, and he earnt his middle name as

the ball actually ignites as it leaves
. his foot.
SPECIAL: Ball blazing shots

Peter ‘Playmaker’ Parker
Mot to be confused with Spiderman’s
alter ego, Peter is the definitive all-round
good chap. With a dimple in his chin,
hair borrowed from Roy Of The Rovers,
and his Mum permanently in tow, Peter's
nearest real-life counterpart is Gary
Lineker. However,
whereas Lineker
endorses Walker's
crisps, the ones
Perfect eats only
come in Shandy
flavour. Hand
shandy...

SPECIAL:
Perfect cross-
ing ability

GOOOOOOOAAAAAAALLL!

When Silicon Dreams started work on Fever Pitch they had but one aim: to create
the perfect arcade-based kickaround. They weren't impressed by FIFA's lack of con-
trol, Sensi was deemed too unrealistic because of 46-24 scorelines, and the less
said about Acclaim’s Ryan Giggs game the better! As such, they gathered the
cream of the console crop and put together a ‘slag list' off what was missing or var-
ious faults. From this, they determined they wanted a fast-paced game which, to
add a little variety, would include chocful of unusual characters and favoured the
rougher side of matches. As such, matches in Fever Pitch are non-stop action and
should the ball go off for a corner or throw-in, it is automatically lined up to restart
the action.




Peter ‘Cheesy’ Stilton
Aged 40+, Stilton is coming to
the end of his career (we believe
he is on a weekly contract), and is
said to have had more bungs than
the FA could ever investigate. Still,
despite his dodgy past, he is the
strongest goalkeeper in the coun-
try, and controls the ball infi-
nitely better than his finances.
SPECIAL: Saving (the ball)

SMOOTH OPERATOR

Fever Pitch is compatible with both a three and
six-button joypad, although Silicon Dreams rec-
ommend the latter. The six buttons offer full con-
trol over the players, and allow for diving head-
ers, backheels, shots and the special moves to
be pulled off easily. Similarly, the final two but-
tons include one for long crosses from the wing
and passes to the nearest player. Control is
automatically switched to the player nearest the
ball, and Silicon have worked hard to keep the
controls as instinctive yet as realistic as possible.

This is why they favour the six-button pad as it
means each move is easily accessible and
doesn’t require tying your fingers in knots to pull
it off. Three-button owners needn’t worry too
much, though, as SD are working on using com-
binations of the A, B, C buttons to pull off the
trickier moves.

HOWAY THE LADS...

Virtually every country you can name has been
included in Fever Pitch’s match table. Europe is
represented by the likes of Holland, Sweden,
Spain and ol’ Blighty, whilst the Americas put up
Ecuador and Columbia, and Austrolasia and .

Africa offer the likes of Kuwait and Zimbabwe - e
respectively. There are a number of match options g, e i

o offer, with @ handful of cups to compete for and

a massive league system, and the said ‘character’

players can be signed by any club providing they

have the necessary moolah. Similarly, if a player A
becomes particularly adept at Tricky's jinking runs B V)
and superb ball skills, they can equip their team -
with ten of the flying Colombians! zr_ 43
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A For some reason, this chat-up ' ~
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modern times.
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Time Cop is unusual in respect of how almost all of its visuals have been created. Instead of drawing
the backgrounds and sprites in narmal bitmap fashion — entirely from the imagination of the
graphic artist — Cryo chose to use digitised images of model scenery and human animation. As well
as being a great deal of fun for the team, who got to play the parts of the enemy sprites, the aim is
to lend the game more believable animation and convincing background scenery. Two separate
processes were involved:

MODEL PHOTOGRAPHY

All the backdrops are assembled from composite digi-
tised stills of models made by Cryo’s own modelmaker. A
room in the development building holds an eerie collec-
tion of lightweight grey constructions, that form the fif-
teen levels. The modelmaker has shown quite a bit of
ingenuity by using household materials and rubbish in
some cases fo produce impressive pieces of ‘machinery’.
Other ‘sets’ show great attention to detail, especially the
interiors, which have tiny pieces of furniture and even
colenders hanging on the wall. Using the correct lighting
and camera positioning, the sets look much more con-
vincing than in their raw form. The film is then scanned
onto a computer in digital form, to be recoloured and assembled for the game levels.

CHROMAKEY

This is a very widely-used filming technique normally used for special effects

and composite shots. It allows individual objects or people to be filmed, then

superimposed against a completely different background. Here, the Cryo

team were filmed making the sprite movements of the game's enemy char-

acters, which were then superimposed on the digitised model backgrounds.

It's all made possible by making sure the actors are not wearing the primary

colour blue, then shooting the film on a blue background. Film records in

three colours, red green and blue. When the film is replayed, the blue can be removed and

replaced by the desired background. Cryo did all their animations over a three day period in a spe- _—
cialist studio in the south of Paris.

o

——

keep #mng, life-like churui:tm
in the context of a fast-moving
shoot ‘em up. Tl;lur hove drawn
Irtspll'tlhﬂﬂ from the cnmncﬁilm
time eriminals, but have replaced
the Presidential hopeful Senator
McComb with u;nllum of I‘I{Ia
own, Kleindast. |
com'eﬁ'l‘linnul, but Cryo have

gone about its production in
some novel wn'r_t', plus it's an
unusual style of game to debut
alone, which is
used fo s&mnd laced conver-
sions and adventure games.




" NO MORE HERDES

Time Cop draws its inspiration from both the film and
Dark Horse characterisation, although Cryo occasionally
had to use their own imagination, since the film went
into production quite a while after programming the
gome had started. Producer Emmanuel explained that
one of the film’s most distinctive settings, the time pod,
looked exactly liked Cryo's own visualisation in model
form. This was in spite of the fact that Crye had no
access to film material at that time. They had merely
interpreted the script and pre-production notes in the
same way as the film's set designers! Although the comic
and film share influence over the game look and design,
Time Cop plays like the kind of action adventure that
Van Damme is famous for, and the main sprite has his
beefiness and agility,. However, footage from the film is
not included for copyright reasons. Cryo have construct-
ed their own ‘cinematic sequences’.

IVC has also had an active role as publisher. They
picked Cryo for its track record in CD ftitles, but had quite
strict ideas of their own of what Time Cop should be.
From an initial programming brief, a platform blaster
game design was devised by Cryo's in house producer.
As JVC are part of the giant Matsushita media and elec-
tronics group (it's twice the size of Sony and owns
Panasonic as well as IVC) access to further licenses and
media properties is going to a big part of its business in
the coming years. Matsushita owns both the MCA music
and Universal Pictures companies, through which the
Time Cop film tie-in came about.
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PLAYERS BY ACCLAIM
PRICE TBA

GAME TYPE SPORT

PERCENT COMPLETE
|

Never ones to be left in the dark when it comes
to new technology, software industry giants,
Acclaim, have shown they taken the 32X on-
beard by converting the stupendously successful
Mortal Kombat Il to the new fermat. They now
hope to follow this success with the imminent
release of Ilguana’s (NBA Jom uUber programmers)
Madden rival, NFL Quarterback Club, which has
been expanded to moke the most of the 32bit
machine's power.

Building upon the recently-released 24MEG
Megadrive version
the game aims to I.Iﬁ'i"l!:l
push back the limits L
of gameplay by
exploiting the
enhanced colour
palette and
scrolling/scaling fea-
tures of the 32X.
Similarly, Iguana have gone to town on the game's
presentation, too, with digitised pictures galore
greeting the player as they switch on for the
first time.

As with the original Megadrive version,
Quarterback Club 32X also boasts three play
options. Apart from the regular turf tearing of the
sport proper, you will have the choice of the
Quarterback Challenge, and the Simulation.
TheChallenge maintains the customising and
training up your very own pro-ball player, and
the Simulation once again allows you to re-enact
great moments of footballing history and future
in the closing minutes of crunch matches.
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OH YES VIEW CAM

True to 32X form, Quarterback Club moves into the -
next generation by offering the player more than the
standard one camera angle. In all four are selectable
from the in-game options, ranging from Normal, to
the ant-like eye in the sky of the Blimp, and the face-
F'm starving. | wonder if Claire’s on Shoulder view cam. For maximum effect, and least

got any choccy in her desk... hassle, the programmers have cunningly left an Auto
— — — View option to maximise the coverage of the plays.

- 3 —— ¢
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PAUroe wiew CcCan
Narmal Y)ew Can
Show ldar JViEwWw Coan

Bline YView Can

L

B 4 Hors, the 32X"s powsr is used for a 66 yard kick. Nmmam.

. Here we see the 32X's capabili-
ties used for this title screen. s b
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PLAYERS BY

GAME TYPE BEAT EM UP

PERCENT COMPLETE
1 [

Aﬂer three patchy years of Mega-CD releases,
many owners may be forgiven for showing lit-
tle anticipation of another Megadrive to CD con-
version. Many of the previous titles which have
taken this route show little improve-
ment on their cartridge counterparts,
despite £200 worth of additional
hardware employed.

With Eternal Champions CD, Sego
are making a real effort to break that
chain. The strategy for the Eternal
Champions characters is destined to
extend beyond this second title, with
a Saturn or 32X goame completing
the ‘trilogy’ later this year. Sega are
pushing the Champions brand like
no other since Sonic himself.

At its most basic the CD game is a
side-viewed one-on-one beat ‘em up
like its prequel. According to the dra-
matic plot, a preternatural force —
the 'Eternal Champion’ has rescued
13 characters out of time, at the
point each faced a horrible death.
The crew encompasses individuals as
diverse as a Chicago cat burglar and
a mythical Atlantean warrior. By sav-
ing them for battle in the Eternal
Champions contest, he's darning the
fabric of time. Something like that,
anyway

In amongst

all the phi-

losophy is an

excuse for o

good rum-

ble. Each

character

has a stag-

gering amount

of special moves, few of which will be
revealed in the manual. Some of these
look like the dragon punch or missile
attacks of MKIl or SFIl, but many exer-
cise the imagination, with characters
morphing inte animals or using magic.
So much more is crammed into the
game — cinematic sequences depicting
each of the characters’ lives. These are
assembled from beautiful Silicon
Graphics’ renderings. There are almost
as many secret characters as official
ones (including a yappy little dog and a

chicken called ‘Crispy’), and so many " . Sega lo cirotegy
gut-wrenching ways to die. Eternal " Ete ions . con m "huod ot the
Champions is surely the most adapted ' ‘Deep Water'. on the firmly aim

CD game that Sega have produced, - will be used here. “"ﬁ:hu mpions

and we shall give it serious attention in . adult market. As BF:T:* yences besides,

next month's review. deaths and some s qg without

t violenc
more exiravagont = - o picts 50
special intro wquﬁﬂﬁuo by @ shark
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DEAD AGAIN

Death features time and time

again in Ehmul Chompions, wﬂh

CINEKILLS

The most dramatic deaths,
and very hard to pull off. The
vanquished is sent to the evil
Champion and annihilated
in full rendered animation.

-

A The all-new ‘Spaghet.

T

VENDETTAS

Akin to 'death moves’
Vendettas are used to finish
off unfortunate foes. They
range from ripping out hearts
to a frenzied stabbing attack.

F-REVIEW (0

OVERKILLS

The novelty here is the back-
grounds come to life to finish
off the loser. Watch flesh-eat-
ing monkeys drag off and
devour unfortunates.

gll
.

An““

i_ S --..-.-. "--I

SUDDEN DEATHS
Similar to overkills, but these
may be inflicted at any point,
even on healthy players.
Throw your victims into roar-
ing fans or neon signs.

. e—
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Sagn’s current reputation for turning out the
cream of coin-ops isn't based purely on their
current successes. Cast your minds back into dis-
tant coin-op history and you will find a ground-
breaking coin-op called Zaxxon. Zaxxon was one
of the first arcade shoot ‘em ups to use an iso-
metric perspective — a view we often take for
granted in these days of super-consoles. But why
the history lesson? Well, Sega have dusted off
this style of game and given it the revamp cour-
tesy of the 32X and its twin Hitachi polygon shift-
ing processors to create MotherBase. As ever
MEAN MACHINES are in on the action with the
definitive preview to this latest blaster bonanza.

1 -i:.--l’nfl a2
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Tnialnin
.

NG & i
The epic confrontation between good and
evil takes your fighter and back-up
squadron across the known galaxy and
beyond. From bitmapped backgrounds all
of the locations scroll in an 1sometric per-
spective towards the final boss character.
Ranging from the depths space and a star-
ship construction yard, to a planet's surface,
local hazards join in on the action fo create
more havoc for the dream team watch out
for the falling girders and alien trees!

A
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POLYGON PERFORMERS

All the enemy characters in MotherBase have been generated from

3 the polygon processing powers built into the 32X — a task easily
R ; B achievable due to the fact polygon characters use far less memory

: 3 than their sprite compatriots. The attacks on your squadron come from
droids of all shapes and guises who have a tendency to either creep
up on you unawares, or swoop from on high to block your path and
take pot shots

Tminlinin

A | think I'm going to have a bit
of fish for me tea tonight. No
chips, though.

JUMPING A
SHIP

To set MotherBase apart
from other isometric shoot
-~ ‘'em up blasters, the game's
designers have rejected the
standard power-up supple-
mentals of dropships in
favour of @ more novel
approach. From the outset
it's evident you're not going
to get very far in a one-man
fighter against the forces of
the galactic empire. So to
assist you in your quest,
larger cruisers pull up along
side, and in a bizarre piggy-
back manoeuvre the smaller
ship docks with the other
vessel, and adopts its
increased powers. The
smaller ship remains
attached until surrogate ship
receives domage, at which
point the fighter takes eva-
sive action before the hulk
hits terra firma.
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fter six years of intensive game development

for the Megadrive, there cannot be many
sports that haven’t been catered for with a car-
tridge conversion. Staggeringly, one of the
world’s major sports — responsible for a quarter
of all viewing of sport on TV — has been com-
pletely overlocked. That just isn’t cricket.
But this is. Codemasters have stepped in with the
first Sega cricket simulation, backed by last year's
top batting celebrity and earner of the game,
Brian Lora. Cricket slots into their sports label,
the two previous titles; Pete Sampras and Ernie
Els being released to much critical acclaim.
Every important aspect of the slightly baffling
gome has been included, and presented for one
to four players, including a cooperative option.
Apparently a break for lunch is also to be incor-
porated (which judging by the size of most play-
ers will go on for hours), and that familiar theme
you used to hear if you left the TV on BBC1 after
Going Live. A review of the complete game will
be aimed at your googlies in the slips next
month.
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Codemasters have attempted to incorporate all the spins and googlies
of the real thing, whilst keeping Lara Cricket as simple to play as pos-
sible. Both batting and bowling are controlled via a series of timed
button presses, with the A button starting the bowler's run-up, a well-
timed second press determining the spin and positioning of the bowl,
and a series of rapid presses building up the speed towards the wick-
et. Similarly, batting runs along the same lines with the A button lift-
ing the player's bat ready for the hit, and a combination of the same
button and a direction deciding the style of shot — including huge

thwacks which would make '‘Beefy’ Botham wince.
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Cricket is a strange sport full of strange expressions. Ever pleased to
help, here's the essential MEAN MACHINES guide to the sport:

BAILS:The small bits of wood balanced on the wicket (see WICKET).
CRICKET BOX:Essential protection for googlies.

WICKET:Three long poles beneath the bails (see BAILS).

MIDDLE WICKET:Shorter than the rest. Except mine.

CREASE:The orea between batsman and bowler. Also found down the
front of players’ white trousers.

GOOGLY:What to call someone with funny eyes. It's also a complex
bowling technigue.

SPIN:The last cycle in @ washing machine. And makes a ball change
direction.

STUMPS:Short players. Another name for wicket (see WICKET)
FIELDER:Lazy sod out for a suntan.

UMPIRE:A mountain of peoples’ jumpers wearing a beanie hat.

RED BIT:Found where the bowler keeps rubbing the ball.
SQUARE:Name for entire play area. And people on it.

WICKET KEEPER:Mad sod with no sense of danger.

RAIM:Stops play.

MM SEGA 41
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HI. upduins have long reigned

supreme with puck-hoppy Megadrive own-
¥ ers, but a new player has taken to the ice as
~ Time Warner unveil their new Wayne Gretzky
~ licence. For the uninitiated, Wayne Gretzky is the
~ ice hockey equivalent fo lan Rush, and has been
in the top-flight of the sport for as many years.
Time Warner’s game can be plnved on two
frunh, as a full statistic league
ty-six North American tea -_"‘-‘-_‘ i mhrnuhnn:ul

said sides for a friendly ag t _
their choice. Actually, we say fri but oL
Gretzky ankwm -m-ﬂﬂ he sp

L Ry

- os lce Hockey, tempers get
ayed ond fights ommonplace. In addition to
y Usual puuﬂ_m‘ shot moves, the player can
500 and . opponents, and this often
ir  breaking out. Starting with a digi-
ul in question, the action then
wat appears to be a Mortal
‘the e two ployers facing each
: ' r then frantically presses
their kick @ until their opponent is
floored. Yol shll go info the ‘Sin Bin' afterwards,

but it's o latgh oll the same.
RELEASE JUNE

BY TIME WARNER
PRICE TBA
GAME TYPE __ SPORTS SIM

PERCENT COMPLETE
e T T T ]
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- Get the Official Mortal Kombat 2 Players Guide

and never be beaten again!

For a meagre £4.00 (inc P&P), you can gain pos-
session of this hand-crafted tome, carved from
solid paper, colourised by the purest mountain
ink, revealing to YOU the ancient fighting
secrets of Mortal Kombat 11! '

The definitive Official Mortal Kombat 2 Player’s
Guide: 156 pages covering Mega Drive, SNES,
Game Gear, and Game Boy formats.

To get your copy of Mortal Kembat 2 Official Players Guide fill in the form and send

payment to Mortal Kombat 2 Reader Offer, Tower Publishing, Tower House,
Sovereign Park, Lathkill Street, Market Harbour, Leicester LE16 9EF

Please send me a copy of Mortal Kombat 2
players guide. | enclose a cheque/postal
order for the value of £ made
payable to Emap Images Ltd.

Source Code : BHK1A

"l“l:-l-l-lllllllllliliiiiilllllllli LR T P P P ey T P T
ADDRESS! c.cocoisssssssssasssssssssnssossssssnnsassssassase

Te get your copy of Mortal Kombat 2 Official Players

Guide fill in the form and send with payment to Mortal
Hombat 2 Reader Offer, Tower Publishing, Tower House,
Sovereign Park, Lathkill Street, Market Harbour,
Leicester LE16 SEF



PLAY )ls mu N0 mfss smfr
OPTIONS

Cue the drum roll... Ladies and gentlemen, boys
and girls, will you please raise yolr glasses for this
momentous occasion and welcome the first ever
Saturn tip to grace these humble pages. Yep, that's
right, here we have it, feast your eyes and feed your
brain on playing as Dural and selecting the stage
and ring size.

PLAY AS DURAL

The final, and by far the toughest char-

acter of the game, Dural’'s moves are

r'nc:lde up of all the other character’s spe- STAGE SELECT
cial moves. To pick her from the start o "C 0|T7E
enter the character select screen and STRCE SIZE
perform the following joypad manipula- EXIT

tions, DOWN, UP, RIGHT, and A+ LEFT.

Oddly enough spelling Dural. Weird,

huh!

SEGRET OPTIONS

For some totally amazing extra options
to alter the stage and ring size, simply
press UP 12 times on the Title Screen.
Mow when you go to the Options, go all
the way down to the Exit option, but
keep on pressing down. Your cursor will
disappear, and by pressing any button
you can access the hidden screen.

TIME FRESE STAAT BUTTONM

DURFRL bb i JEFFRY

ODOPTION+

JOCKY
16 m

;) =mm—

JEFFHY




VIRTUA RACING DELUXE

MIRROR MODE!

A very proud Chris Acott from Towester, Northants, just managed to beat
the tipping deadline with his stupendous mirror mode cheat for the top 32X
version of Yirtua Deluxe. Firstly though, a word of warning —
this is not one of your instant gratification cheats, you have
“'ﬁ.\ to work hard to get the mirror tracks. To access them, sim-
ﬁ ~ ply win all five cups on enher Normal
of Hard mode (Easy jus’ won't work).
Once you have done that with any
of the cars, go back to the
Options screen and highlight
the Virtua Racing icon and
push LEFT on the D-Pad. The Options
screen will scroll along and the logo will
turn back-to-front. Champion work Chris.

SHINING FORGE Il

ShmingF.e:'c;II! some more of that Shining Force
Il action? Well, mﬁmhawi Ferguson from Altrincham, you

cnn dulamcall of devils including Geshp, Cameela, Zeon,
ﬁnmr Tuglﬂnll'mmdullonp mnmlﬂa

when, before your wrlruﬂuwdﬁ'mnmwﬂlwuiﬂubm-
tom of the screen. Press the C button and a new battle screen will pop up
uguinﬂﬂ\lmdwih Be warned though, don't use Angel Wing or
Egress, as the game will reset.

=D

o) NPl ]

DREAM TEAM AND MORE

For all you assassins out there
slegging your way through
this top notch strategy blaster,
here's an easier way to com-
plete global domination. By
going to the Password screen
and entering the code HACK-
ERSQUAD you will have a
fully equipped team who have
access fo any country.

SRMATS

= mimu‘ti

PLAY SUB GAMES AND RESET MID-GAME

Get those pinball flippers o'flippin with these fantabu-
lous Psycho Pinball cheats courtesy of Patrick Bayliss from
Dumbartonshire. To play the sub-games at any time dur-
ing the game, press Pause and enter B, A, B, B, A, C, A,
C. What's more, if at any time you want to reset the
number of balls, Pause the gome as before and enter
DOWN, B, C, B, RIGHT, RIGHT. Hurrah!
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AL MISSION

Choppers ahoy with Dave Franck all the way from Belgium. Not only has he
come forth with the level codes for all of the missions, but he also provides the
code for the subgame of the arcade classic asteroids. Good work Dave.
Mission 1 No Password

Mission 2 ABACBCBCABA

Mission 3 ACCCBCABBCA

Mo N acess | CONGRATULATIONS!!!

Mission 6 ABBABCAABCA

i Thry brove and skitful combating
Mission 7 BAAABBCAAAA ok
Mission 8 ABBABCAACAC m.:;p.rhm,hr
Username: IVAN rise of another madmans evil reigr.
Password: DEATH This will truly be a day worth remembering
Mission 9 b - for a lang time ts come.
Mission 10 . i UNTIL NEXT TIME_

 — ) e—

MicroMachines

[EVEL WARP

There hosn't been o great deal of tipstering on the Micro Machines 2 front, but Stewart
Anderson has come up with a handy little Level Warp. When you come to do the chal-
lenge on the Ceiling Circuits, do one lap, and then on the third rafter going down, hit
the blue box, and hey presto it will say 'Level Warp'. Smart.

CLE TENE ._f\i[” B

ﬂi

Wk imc-'t

PITM[I

WARP T0 THE PITFALL ATARI 2600 GAME

Following last month's topper Player's Guide for
Pitfall, Patrick Bayliss from Dumbartonshire strikes
for a second time this month by revealing the
entrance to the hidden warp to the old Pitfall
A2600 sub-game. Apparently when you get to the
start of Level 4 and the Lost City of Copan, once
you have reached the top of the tongues, killed
the snake and the gargoyle on the wall, jump to
the left off the platform. This leap of faith will
carry you to a platform on which a very odd scor-
pion lurks. But more importantly, it also houses
an intriguing door, through which a collection of
bonuses lie. Now if you jump to the left into the
wall, a hidden spider’'s web will launch you into a
hidden room where you'll find the warp.

SUPERVISER SPECIAL MOVES e

Not exactly the pinnacle of Megadrive gam-
ing, Rise of the Robots must have sold at least

one copy because Eddy Hughes from A 1
Merseyside has sent in some extra special ) P ) ;
moves for the Supervisor character (refer to | p nd .
Issue 28 for the cheat to play the Supervisor). i

LIQUIDISATION — DOWN, TOWARD, and UP

SCISSORS KICK — DOWN, AWAY, and UP
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Okay, so | made a bit of a boo-boo on the Earthworm Jim front a couple
of months ago. But in my defence | will say that they were the codes
passed on to me from the guys at Virgin. So to set the record straight |
turn to James Bimson from Bristol, who was one of many to correct my

mistake. To access the secret cheat menu,
A+LEFT, B, B, A, A+RIGHT, B, B, A. A whole host of cheat will appear,
including the Dave Perry Secret Cheat Mode. Thanks a mill James.

pause the game and press

NS

L
T 443

CANNON FODDER

Young Edward Manning from Chelmsford makes the simple
request that | print his codes for the excellent Cannon

Fodder and his name. So here we

MISSION

CODE
UZHNC
JHHJI
OFLIA
DNKFG
ATGGF
NFANH
CFIC
TRVNG
WYNYB
DYQRH
10OMVI
BIZJF
GKXJE

IilI‘:l’hl.la'»'l.BE! OF RECRUITS

27
41
56
70
84
97
99
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You’ve read the review, you've played the goame, now check out
the cheats! Apart from being the essential basketball on the
Megadrive, NBA Jam titles have a superb reputation for featuring
some of the most incredible secret players to found.
Anywhere. Oh yes, missus, get your dribbling gear around
these secret characters! On fire!

The official line for entering the secret ini-
tials: use the appropriate button along
with START, except in the case of pressing
the C button enly, and this will be
indicated

Okay, so it may seem a bit obvi-
ous to all those die-hard NBAers, but
you'd be surprised by the number of
phone calls we get around NBA time.
In answer fo these NBA problems,
here is a step-by-step guide to get-
ting your fave secret character to
work, using Bill Clinton as an exam-
ple (his initials are CIC, and
Joypad combination A, C enly, and
B).
STEP ONE: Choose the YES option to
input your initials.

STEP TWO: Using the DPad highlight the
letter C

STEP THREE: Mow press and hold START,
STEP FOUR: Press A to input the initial, and
let go of START.

STEP FIVE: Move cursor onto the letter |.
STEP SIX: Press the C button to input the |.
STEP SEVEN: Move cursor onto the let-
ter C.

STEP EIGHT: Hold START and press
button B.

And there you have it! Bill Clinton
is now on your team. Now use the
following info to your heart's con-
tent. And if you still can’t do it,
don’t ring us as there's not a lot
we can do from EMAP Towers. Try
it again. And again, if necessary.

ﬂ LEBE SR EEAS
| ELiPPES DRAAE
L' insres  wewsron

& AN AR VI B

EDITION

SARsmETS beiens ] W This hoop ain’t big enough for the both of us.

Paning

TUrD o
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NAME NICKNAME INITIALS
Milo Stubbington  Moosekat  MPF
Jay Moon Moon JAY
Chris Kirby Kirby CK_
Snoke Palmer Snake GOF
Jason Faleus Falcus JF
Mike Muskett Muskett MCM
Nail Hill Hill NDH

e TOMMGHT™S MATCH-UP ==

T~ — A
e @ &

e e

4 Check out that cheese-tacular grin-
nage on the left.

NAME NICKNAME INITIALS
Asif Chaudhri Chow-Chow AMX
Dan Feinstein Weasel RAY
Brett Gow Brutah LGN
Eric Kuby Kabuki DANM
Alex De Lucia Facime XyZ
Eric Samulski Air Dog AlR
Scott Scheno Kid Silk KSK

Wes Little Scooter Pie HTP

‘ul' woumn sreti il lins
1E FUBSEES SRiNE
= LA IBRERE SFETeN
 PARFENE Rl Led-10)
PhEFLARD
AT T
r SACENIRINTO S0AWH 3

A Jay Moon bares all for the Clippers.

JOYPAD COMBINATIONS

C only, A, C
B, A, C only
A, B, C only
Conly, B, A
B, B A

C, C only, B
Conly, B, C
A, Conly, C

A Kabuki the shaded warrior pre- A Air Dog makes o comeback from the
pares fo do battle for the Nuggets. original Jam.

B of the ¥ Time for a haircut young mister
Bevteh Byt oo SO WY Chow-Chow, aka Asif Choudiel,

~= TOMGHT'S MATCH-UP =~

5.5t
“r LB STHTY S

A Neil Hill
laughs in the face of the timer.

L Tk
r

A Muskett stands bemused as an
earthquake strikes the court.

A Scooter Pie versus Chow-Chow

sounds like a recipe for disaster.

¥ What kind of @ name is Weasel? ¥ How can they call this the Acclaim
team without their star player Smash?

b b
W' LMBIR STHTT BaLAS
i B MR RAREED
E inismws  weeiton
Farine i Bl L
5 L2 il ] Sl AT R

=) | T T
I TR ABMIATY BdhEN
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NAME

Mark Turmell

Jamie Revitt
Sal Divita

Shawn Liptak

Tony Goskie

lohn Carlton

NAME
Larry Bird

Carol Blozekowski

Mascot Bull

Mascot Hornet
Mascot Wolf
Mascot Gorilla

NAME
Bill Clinton

Hillary Clinton
Prince Charles

Heavy D
Jazzy Jeff
Will Smith

Frank Thomas
R Cunningham

Mike D
Adrock
MCA

¥ The world’s most pow-
erful man in basketball

frivolity shock

NICKNAME
Turmell
Revitt

Divita

Liptak
Goskie
Carlton

NICKNAME
Bird

Blaz

Benny
Hugo
Crunch
Suns Gorilla

NICKNAME

B Clinton

H Clinton
Charles
Heavy D
Jazzy Jeff
Fresh Prince
Thoemas
Cunningham
Mike D
Adrock
MCA,

INITIALS
ERD
BLZ
BNY
HGO
CRN
GOR

INITIALS
CIC
HC_
ROY
HVY
JAZ
WiL
SOX
PHI
MKD
ADR
MCA

INITIALS

COMBINATIONS
A, C only, A
Conly, A, C
A, C, C only
Conly, B, B

B, C only, A

cC,CB A I know high fives are all the rage,

A Will you look at the quality of that but that's taking it toe far.

shot from the boy Carlton.

i
“:' el 3T ST
|6 DRI -
! w100
Le Laa b L
SEE T O

COMBINATIONS
A C A

C, Conly, C
B, C only, C
Conly, C, A
A, B, C only
Conly, B, B

A Carol Blaxekowski takes a wild shot

at geal. ball lark.

COMBINATIONS
A, Conly, B
C only, B, C only
B, A, Conly

A, Conly, B

i Charles asks
Kemp for his ball
back, please.
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A Oh look it's Darleen from Roseanne.
Gulp, actually it's Turmell.

Mot to outdone by its bigger brother, the Game Gear also features a
whole host of hidden characters. As before, the correspondence
between initial and button apply, only it is slightly simplified on the
handheld version. They are as follows:

81 — BUTTON 1

B2 — BUTTON 2

ST — START

NAM NICKNAME INITIALS

Bill Clinton B Clinton CiC B2, B1, B1
Hillary Clinton  H Clinton HC E'I, B'I, ST
Prince Charles Charles ROY B2, B2, 5T
Heawy D Heavy D HVYY 5T, B2, B2
Jazzy Jeff Jazzy Jeff IAaZ B1, ST, ST
Will Smith Fresh Prince WIL ST, B1, B2
Frank Thomas Thomas SOX B1, ST, 5T
R Cunningham  Cunningham PHI B2, ST, B1
Larry Bird Bird BRD 5T, 5T, B1
Mike D Mike D MEKD B1, B2, 5T
Adrock Adrock ADR ST, B1, B2
MCA MCA MCA ST, B2, B
Mascot Gorilla Suns Gorilla GOR B1, ST, B1
Mascot Hornet Hugeo HGO B2, ST, Bl
Mascot Wolf Crunch CRN ST, ST, B2
Mascot Bull Benny BNY B1, ST, B1

COMBINATIONS  smoking.

Hidden characters not enough? Well get a load of these totally loop-
taculor cheats to wow and amaze your friends. To make them work
you must be quick and input them on the Tonight's Match Up screen.
Once you get the hang of entering the codes, you should be able to
two or more at once.

Uu—urp

D — DOWN

R — RIGHT

L — LEFT

B—BUTTONB

A — BUTTOM A

C — BUTTON C

CHEATS WITH MESSAGES

QUICK HAMDS (BETTER INTERCEPTION), (L, L, L,
MAX POWER (INCREASED POWER) 4 s s nesft: R, L,
POWER-UP GOAL TENDING , s ssessess R U, D,
PDWER'UPF!RE-‘-"'I-'-....'.'.D R
PDWER'UFTURBD .I'---l'.---"--ﬂ B
POWER-UP OFFENCE ssssnsssssssssA B U
POWER-UP 3 POINT % INCREASEs esese U, D, L,
POWER-UP DUNKs s s s sasossnssnnsnssl, R}ﬁ.
PG‘WER‘UF PUSH..'.I‘-I---‘-'-'.D,R iﬁi

CHEATS WITHOUT MESSAGES
PUSH OME OPPOMNENT AND

BOTH FALL sessssssesssessl) U U U LLLL A
PUSH OME OPPOMENT AND

TEAMMATE FALLS s s ssssssssd, U, U, U LL L L A
TELEPORT PASSs s snnsssssnel). LR LA D LL R
HIG'H EHDTS....-‘.‘--...U D U,D
SPEED UP...iiiii.'-.-.'u U U,U
SLIPPERY COURT ssssssssssd A A A

For the Game Gear version, simply replace the A with 1, and the B
with 2.

EXTRA CHEATS

To enter the following cheats, firstly you must enter this code on the
Title Screen: C, UP, DOWN, B, LEFT, A, RIGHT, DOWN.

CHE}'\T T'D BEAT 26 TEAMS' [ EE R R R E RN iEl"li‘EF END il"liﬁﬂls
CHEAT TO BEAT 27 TEAMS s e et sessaesssEnter JAM initials

TEAM SWAP ON SUBS SCREEM ssesssessHold UP and B for 2 sec-
onds.

'V On Fire! The Game Gear sets hoops




BUBBLE AND SQUEAK

Never one to renege on promises, the s
month’s hiatus. In case you didn’t know already,
depth so many flashier games sadly lack. But in case you're s

DIAMOND
FOUNDRY 3

Jump on the twin springs to reach
the gem stash. Take both springs
along to the right and use them
to reach the lift switch at the top.
Toke Bub and one of the springs
with you. On the far right side
use the spring to access a vertical
shaft that leads to the car icon.
Then return to Bub and follow the
layout to the exit.

|
The aim here is to create
bridge to the exit by elevating the
lifts via the switches. Take Bub to
the leftmost switch, getting a lift
to reach it, then taking him with
you. You need another lift from
him to reach the upper lift switch.
The next two switches are pretty
simple. For the final switch take
Bub to the crop of platforms at
the far right. From the top left
one of this set, get o throw. You
land on a ledge leading to o
spring and the final switch. Then
take Bub back to the gum |ar.
Mount him and lead him up the
far right stairway of platforms.
The bridge of platform from right
to left leads to the exit.

DIAMOND
FOUNDRY 5

Get the fire switch first (1
charge). Lead Bub across the
platforms getting the gems, and
then using the second fire switch
(3 charges). Go down and left on
the staggered platforms. Above

52 MM SEGA

the entrance to the loop is a fire
switch. Get that (3 charges)
before kicking Bub through.
Backtrack along the bottom for
an extra life. Then collect Bub, go
left getting all the gems you
want. Stand on his head to reach
the lift switch. Get the captive
and head up for the exit.

SANDCASTLE
DESERT 1

Kick Bubble through the first
three sets of loops, then lead him
across the final set of columns.
Leave him in order to dispense
the wasp, then move the spring
to the far right corner of the play-
field. Go back and kick Bubble
through the loop, then collect
him as he bounces on the spring.
On the upper level, take him left,
then up to the sandy platform.
Kick him left across the brick par-
tition. Go right and you'll find
him past the fire on the far left.
Now kick him back right, and he
boomerangs back to the level
obove you.

Use the gum jar, mount the flying
Bubble and fly straight up
through a secret passage in the
brick roof. You'll find a huge gem
stash and a crop of wasps. Go
along the top passage following
the gem trail, then down to leave
Bub at the exit. Free the captive
and jump right to collect the sub
before exiting the level.

SANOGASTLE
DESERT

Bub and yourself begin separated
by a brick wall. Collect the near-
est spring and place it carefully
on the top of the wall to its left,
so that it overhangs. Go right and
jump on the spring, collecting the
two coins from the black baddies.
Jump down right and walk along
to rendezvous with Bub. Kick him
through the loop and he should
land bouncing on the spring.
Jump up through the sand and
collect the second spring, bounc-
ing it on top of the first one. This
gives you enough height to guide
Bub to the higher level (persever-
ance is needed to do this regular-

ly).

After feeding Bub gum, take him
higher and collect every gem you
can find [about 50). Also locate
the fire switch in the ceiling,
which has three charges. There is
a narrow passage to your right,
that requires some perfect control
to negotiate without injury, but
before you go down, there is a
secret passage directly above the
first furning. Find an extra life
amongst other goodies.
Eventually you'll come to the exit,
but take Bub up to free the cap-
tive first. Use the spring to jump
down the left-hand side.

v* Shall we have sausages for tea?"

econd part of our Bubble and Squeak guide arrives after a
we think this is a fab platform puzzler, with the
tuck in the latter half of the game...

SANDCASTLE
DESERT

Walk to the right and retrieve the
spring, needed to bring Bub out
of the small pit. Take him to the
right and down before the patch
of fire. When you reach the
plateau with the wasp, kick him
right and he will go through a
hidden passage, collect 250
gems and end up ot the exit.
Simply retrieve the spring, take it
to the brick platform on the right
hand side of the level and jump
up. Walk right a short distance,
then jump up and across the
three springs in single leaps. Get
Bub to throw you up to release
the captive before exiting.

NEON GITY 1

Simple enough if you don’t start
twitching because of the flashy
backgrounds. Kick Bub through
the loops, then follow him up by
jumping up the right-hand plat-
forms. Use the gum jar and fly
around taking out all the bad-
dies. There is a hole in the roof
on the left4hat leads to the car
icon and plenty of gems, also @
hidden secret life in a false
walled chamber. Once you have
the quota, go to the top left cor-
ner of the level for the captive,
then get Bub to follow you back
to the gum jar for a second help-
ing, allowing you to fly to the exit
above.

DIAMOND
FOUNDRY 7

The water rises so quickly on this
level that it has to be done intu-
itively and without hesitation.
Immediately take Bub down to
the lower level and to rightwards
Kick him through the loop and
use the pot to follow. Leave him
for the time being, instead mov-
ing right fo get the pot. Use it to
reach the top gantry with the
robot guards. There is a fire




switch with three charges ot the
right end.

Go left to grab Bub. Take him to
a position below the moving plat-
form and get a throw up. The
easiest way to activate the switch
is to stand on it, fall off, turn and
fire. On ascending, use the gum
jar. Travel right collecting gems
until reaching the narrow gap.
Dismount and lead Bub to the
coptive chamber. Leave him, nip
down and right to get the bubble
car. Back up, spring the captive
and get out!

DIAMOND
FOUNDRY 8

More high-speed thrills. Have
Bub in following mode from the
beginning. He will shadow your
movements along the bottom
passage. You, on the other hand
are running along the upper
level. Climb up the first set of
gold piping for a pot, and the
secand set for a spring.
Remember to hit the fire switch.
Bounce on the spring to reach a
final pot. Carry that right,
through a dense field of spikes.
You should meet Bub at the gum
jar. Mount him and fly up for all
the gems you need and a car
icen, in chambers at the top of
the level. Beware of ceiling
mounted spikes, though. The exit
and caoptive are located top left.

SANDCASTLE 4

A sprawling, bewildering and
tricky level. First take Bub right
and kick him across the top of the
large cactus. Kick him again from
the top of the small brick plat-
form nearby, and wait for him te
return in a few seconds. Kick him
back left to the level starting
point, then get a throw up the
shaft formed by two brick plat-
forms.

Use the fire switch (all have two
charges on this level) and bring
the lift down. Lead Bub to the top
then kick him through the loop.
Travel up yourself, using the
switch to bring down a left out of
sight to your left. Go up and left,

fighting a
wasp to
retrieve a
spring. There
is also a fire
switch top
left. Toke the
spring down
and use it to
jump over the
cactus. Climb
up the next
set of palms
and jump
right to cross
the fire. Now get Bub and use
the gum jar.

Go far right, fighting two wasps,
then down. Follow the slope to
the right until you get the two
black blobs. Jump left across o
series of gaps until you reach o
complex loop system with lots of
gems. Leave Bub on the brick
wall just above the spring, then
take the spring to the right. There
is a brick wall here that Bub will
strike as he comes out the loop.
Place the spring below it. Now go
back and knock Bub through the
loop. Bring the other spring to
the place he ends up and you
should be able to reach the gum
jar. Use the jar, jump to the right
and up to the next set of plat-
forms. Across fire and cactus to
your left is the exit, bubble car
and captive.

SANDCASTLE
DFSERT 9

Kick Bub through the loop first,
then take the pot and go up.

Take the lift to the level near Bub,

and kick him left through the
loop. Take the spring up to the
point he stops, and use it to
bounce him to the gum jar level.
Mount him and take him to the
narrow passage where you are
forced to dismount. Lead him
aloeng to the right, moving the
spring to a point that allows him
to bounce to the second gum jar.
Fly to the right and through the
narrow system of passages. You
arrive in a large chamber with a
fire switch and some bonuses.

Go out to the right and down.
There is o secret passage in the
wall that leads to the car icon
ond loads of gems. Retrace your
steps and fly up and reund to
leave Bub at the exit point where
you previously started. Jump up
and use the lift to release the
captive. Now return to the exit
and leave.

CEATER ££ S92, 4,

NEON GITY 1

Short and sweet. Kick Bub
through the loop immediately.
Lead him from that perch to the
right, and kick him through the
second loop from a position right
of the fire switch. Use the switch
three times. Return left, taking
the spring, and kick Bub through
the second loop, so he disap-
pears up the vertical shaft. Go
left to find him in the walled-off
section. Use the spring to get him
on the higher platform and kick
him through the third and final
loop. He is now near the gum
jar. Return there and mount Bub,
collecting gems and the car icon
— partially hidden behind the
red cycling strips. The way to the
captive and exit is up and left
from the gum jar.

e
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NEON CITY 3

Kick Bub right immediately. Run
right and jump onto the second
platform level in time to stop
rolling Bub in his tracks. Shoot
the tortoise, then lead Bub up to
the next platform on the left. Kick
him through the loop and go
right to locate him near the bub-
ble jar. Mounted, go right across
the spikes then up and left on the
blecky platforms. Jump three
times on the spring to get to a
higher platform on the right.
Jump right again and leave Bub
at the narrow gap.

Return left, jumping on the spring
again and this time going left.
Release the captive and collect
the spring. Carry it right, bounce
on the spring and then bounce

onto the wall above the gap
where Bub is to find the cor icon
and a secret life. Move the spring
to o position just right of the step
after the narrow gap. This should
allow you and Bub to bounce
partially over the spikes. Toke the
spring over and bounce up to the
exit.

NEON CITY 4

Go loopy. Kick Bub through
through the first loop circuit.
Jump to the top and stop him on
the top area. Call the lift and
walk to the second loop circuit.
Do the same and take him to the
next loop area. Kick him through
and use the fire switch six times.
Go up and stop Bub rolling. Lead
him left and onto the lift. Kick
him left through this loop circuit,
and use the spring to get to the
top. Use the final lift, free the
coptive and leave Bub at the exit.
Walk full right and down a cou-
ple of levels to find the bubble
car. Return to exit.

NEON CITY &

A burst of speed 1o the finish.
Grab Bub and head up. Kick him
through a loop, get a punt up to
bring down the lift and kick Bub
through the second loop, to get o
bounce off the spring. Reposition
the spring overhanging the edge
of the platform, then lead Bub
onto it. He should reach the
higher platforms on the left side.
Bring the spring over and posi-
tion it overhanging the right end
of the second top platform in that
set of three. Bounce Bub onto it
and he should reach the higher
platformts. Kick him through the
third loop, then backtrack quickly
to get the spring and car icon.
Take it back up and call the lift
down for Bub. Take him up and
kick him through the loop, using
the spring to follow him. Once
you reach the top use the gum
jor, then hit all the fire switches
three times as you fall down the
shaft to the right. Cling to the
right wall to avoid missing any.
Then release the captive and get
out.
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PLAYERS

GAME TYPE

SHILL LEVELS: 3
RESPONSIVENESS: SUPER
GAME DIFFICULTY:
ROCK

i
1ST DAY SCORE !

o
ORIGIN '

An original blaster incorporating
some aspects of Starfox, Mogic
Carpet, ond er, Alterburner. Add lib-
eral doses of Jopanese culture.

BEEOOC
BEEOOO
BEOCO
BO000,

oRIGINALITY BB 1)

Fly along and shoot things. Dodge
the enemy and their bullets.Fly
aleng ond shoot things. Dodge the
enemy and their bullets.

puice ICC)

I
R outhow |
OPTIONS ‘

CONTROL: JOY PAD
CONTINUES:EARNED

hen the
WSniurn
first

came out, there
was much
excitement ema-
nating from
gamers across
the globe. It was well
deserved, since the first
release, Virtua Fighter, was frankly
incredible and remains to this day the
best game on the machine. But after VF, the
quality of software releases dropped dramati-
cally. Tama was crap. Clockwork Knight was
rubbish, offering zero value as you could
complete it in one sitting. And ony magazine
that has given Victory Goal over 60% is
betraying its own rampant stupidity. But now
a new title has arrived — a game that really
shows off what the Saturn is capable of.

Panzer Dragoon is a breathtaking shoot
‘em up. Climb onto the back of a dragen
and ready ygurself for the most graphically
stunning, most frenetic blasting experience
you've ever seen. The plot behind Panzer is
pretty much a waste of time. Suffice to say that your
dragon pal’s rider has been murdered by a big
mutha of a firebreather and it’s up to you to take
that rider's place and seek vengeance. This boils
down to seven levels” worth of superb blasting
action os you use your laser and missile spitting
crossbow to dispense a swift form of justice to some
of the weirdest, most graphically amazing enemy
sprites you've ever seen in a videogame. And then
ready yourself for some truly superlative boss-relat-
ed action.

Every graphical trick in the book has been used to
make Panzer Dragoon the best-looking blaster ever.
Textured polygons and scaled sprites embellish the
backdrops to superb effect.




VIEWPOINT

If you thought that having four
views in Virtua Racing was quite
impressive, just wait until you
see what Panzer Dragoon has in
store for you. For starters, there

are four different 360 degree

views you can access, which are
essential for scoping out your
targets as they come at you
from all angles. The top L and R
buttons on the joypad are used
to access these perspectives.
Adding to the experience are

the distance buttons X, Y and Z.
The X button offers the nearest
perspective, Z the furthest awaoy.
These aren't just included for
cosmetic purposes - each comes
in handy, particularly when
fighting the bosses when a dif-
ferent angles are importantf.

EPISODE ONE

this level look brilliant. In fact “brilliant” just
doesn't do it justice.

The initial
run through
the city
requires you
to swoop
under arches
which are in
danger of
falling

- B around you,
-

down any way!

The beginning of the game takes you through o
partially sunken city. The architecture is falling
around you as you progress through the level, so
deft flying is required. The reflections in the water,
combined with the stunning texture mapping make

This temple-like
structure looks
astounding on
the outside...

These strange flying creatures  These plants are kind of like venus fly-
don't really seem concerned  trops. Fly in too low and the plant clos-
by your presence. Gun them es up, causing much energy loss. Fly
high or aim for the centre and blast!

Beware though, becouse it
starts to break up and sink
around you!
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EP'SODE mo » When the worms have

; ! | been downed, you toke
Having escaped the oceanic world of e . . a trip through a tun |
episode one, Panzer Dragoon finds . in the mountainside.
himself caught up in a barren desert, d
populated by Dune-style sand worms.
Suffice to say, they aren’t particularly
friendly.... s

But underneath the sank lurk these
graphically awesome sandworms! You
need to blast at every section of the
worm, before concentrating fire on the
head.

Despite being
so graphically
complicated,
there comes o
point where
you take on

‘ two of the e
side or two.. ' sandworms Inside this tunnel are bizarre cave-dwelling face hug-

simullaneous-  9€T style creatures. Blast them before they leap up
ly! and drain your dragon’s energy!

The terrain itself is pretty
blank apart from the
inclusion of a mountain-

EPISODE THREE

If you thought that the first ftwo episodes
offered stunning scenery, you're going to be
totally astounded by what awaits on the third
episode. Panzer Dragoon enters o bleak, <

mountainous mining area ot twilight. By the . this. After
way, this is the first level in which the sprites & f h — the tech-

actually attack you on purpose. = S % : heads
have put
a console
together,
it's the
creatives
who make the machine. The
team behind Panzer
This is a mining base, fairly packed with modern- Dragoon have excelled in
looking instollations. sometimes, careful flying is every area. Technically the
needed to pass through tight arches. game drops jows with every
> S successive level — the forest
Homing missiles level and underground
— . . For are super-impor- complex are awesome fo
This is where the legions of enemy ) : tant on this level, beheld. The playability is
sprites really begin to get their acts b particularly when similarly gargantuan. It
together, attacking at quite a fair old ' . you're flying past manages to create o fixed
pace. Strategic use of the homing mis- ) X these mountains. path 3D blaster with a feel-
siles is required here. S 0 - Every part of the ing of freedom and space.
e ﬂ # : scenery is packed Launching a salvo of
P — : < with flome- streaming claws of
sic ¥ _ o throwing installa- superblaster energy and
oy - : ' : tions. Use your hearing their thunderous
This is the first time you'll meet one of the sight to sweep report is joyous. An epic, a
enemy’s strongest fype of airborne foriress. it the area and let classic, @ monument to

flies around the mountains causing all sorts of off those missiles gaming.

aggravation. Aim for the “basket” underneath before the
the main structure! flamethrowers




pL This level is made up T ——
EP’SODE FOUR : : of long tunnels con- you begin
Even though Panzer Dragoon laid waste to s necting up large with a
the mining areas, sufficient meanies o chambers. Typicolly, blaster as
remain to give chase, forcing the plucky : yOu con SXpect o special as
dragon/man combo to take refuge in yet 4 il find a new sprite- Panzer
another mountain. But it's a trap! And the bm'e,"*,’ chullen_ge Dragoon?
forces of evil have claimed this particular ¥ awailing you in every The
mountain as one of their strongholds! ! I chamber... screen-
shots tell
. ... Although having 2 _ you every-
. said that, later tunnels - thing
» have these doors h- you'll need to know about
R e which tend to open in the graphical qualities of
9. rather unpredictable this game. They are without
- ‘ manners. Watch out or =" s 4 }; = peer - l*he;: is n:t:ins:‘a;on
¥ e Panzer might end up e any console (and that defi-
- A os a bloody splotif | el AL nitely includes the
-~ you're not too careful. -Jf;'c"'f —y Playstation) that compares
= 48 R N WL visually with this. It's not
_ , just technical excellence
_" ' The enemy sprites on this level either - Panzer Dragoon
This level really shows off the Saturn’s light ¥ :;e 12?;2?:;::1;“::: :EJ*B::;Z*_ has obviously been put
sourcing and texture-mapping techniques “ inngreen s Wil ks together by an incredibly
in the form of these incredible looking tun- y oSt vl i et imaginative team, as the
nels. But first things first, the enemy are = 4% it s f oy 4 " range of backdrops, sprites
quite literally on your tail. Let them have it! ) A [ P rﬁhorce h i and bosses create a bril-
DIE SCUM!I ——-——"‘-:‘.".-’—:.“]! ﬁ;i'-’i"ﬁl";’l b flhebbocos ddboonicione, liont atmosphere. And the

gameplay’s excellent as
well. You are limited slight-
ly in your flight path, but
this makes no impact on
the gameplay whatsoever,
despite what some people
may have been saying. The
inclusion of four different
perspectives is an excellent
addition that more than
makes up for the slight lack
of freedom - and is highly
original - something rare in
the shoot ‘em up genre, In
fact, from start to end,
Panzer Dragoon feels

EPISODE FIVE

Well, we're sorry, but game graphics as they stand
really can’t be bettered by what awaits you on level
five of Panzer Dragoon. You fly over an richly
detailed arboreal domain, laying waste to airborne
squadrons. And it's got the best boss ever.

The deeper you get into the level, incredibly fresh and origi-
the more richly detailed the nal. The concept may not be
scenery becomes... as you can stunningly new and original
discern for yourself by glancing ot - but it's the execution of the
this screenshot (which you proba- title that makes it so innov-
bly have already). Just look at ative. | won't mince my
that forest... stunning eh? wul;di.r::n:er :::lrﬂgoun is
an incredible videogame
i Rl right up there with Virtua
Airships, airships Fighter in terms of quality
~r and indeed more, (although VF is still the best
e — er, airships. You game on any 32-bit home
Panzer Dragoon offers an incredible feeling of tak- ;::;:n* iir:"i:\n rhis WHETJ;:I'I shudder to ';::lk
ing place in an awesome airborne battle - and that vl Probubly ;""ﬂl icrous prices
feeling is strongest on this brilliant level. Enemy air- Sepihs ra’s ':Fﬁﬂﬂ'ﬂ are Eﬂlkﬂﬂ to
ships and squadrons buzz past you... take out the so many of the whm: nrg;l- huiI:lrnu i
uirah:ps and mop up the sprites with your homing ; : e ¢ blasted things s t could just be worth
missiles! ; : 2 ,

KILL!

s

o

i




END-OF-LEVEL EXCESSES

Quite frankly, Panzer Dragoon is without equal in the old end-of-
level boss department. And if any one tells you differently, you
have our permission to “ask them outside” or indeed deck them
right there on the spot. If that isn’t enough to convince them,
show them some of these “muthas”.

BOSS ONE

An enormous armoured airship is the first major Panzer Dragoon
target. First of all you need to take out the circling mini-satellites
before you start your assault on the airship itself. Beware of the
three homing missiles it drops into the sea. Before long, they zero
in on your position.

L1
k!

BOSS TWO

The evil dragon hasn't quite
made its escape yet and you first
encounter it at the tail-end of
level one. Dodging between the
fireballs and shockwoves, you
need to unleash a constant bar-
rage of fire and homing missiles
if you're to stop it. If it seems too
easy, it is. The energy bar is in
fact o sort of annoyance level.
When you've drained its patience
it flies off to level seven for the
final confrontation, where it's
considerably nostier.

e oo
| BOSS THREE
b If you're playing the game on NORMAL level or

B above, you're in trouble. This boss starts out as o
two-part rotor-bladed tower of death Dodge

between the blades and wear that energy bar

down. If you've done your job properly, it should
transform into an enormous stomping robot. Be
careful where you blast. If you aim at the rotor
blades and destroy them you're in trouble (again).

5
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BOSS FOUR

The claustrophobic tunnels are
bound to wear that energy bar
down a great deal, which is o
bit of @ pain considering the evil
that lurks at the climax of this
level. It's quite happy just to
buzz past you and injure Panzer
with a high-speed collision, but
its detachable wings and (espe-
cially) the green laser from hell
make this foe one of the dead-
liest in the game. The fact that
you're in a confined space only
makes it even more deadly.

BOSS FIVE

A huge enemy HQ lurks at
the end of level five and it is
quite frankly one of the most
impressive bosses in a
videogame ever! It's your
job to circle around the
base, destroying the base a
floor at a time, dodging
between the scores of fire-
balls launched in your direc-
tion. Even when its energy
bar has been depleted, the
terror isn't over. The base
rises into the air, opening up
some doors wherein lies yet
more weaponry! You won't
believe your eyes when you
see this one.

PANZER DRAGOON 11
ANNOUNCED!

This is one of the most amazing games ever seen, so it
came as no surprise when we found out that the game's
coders, Team Andromeda, have just started wark on the
sequel fo Panzer Dragoon. Absolutely no details have been
officially released yet. In fact, hardly any one else outside
of Japan even knows that the sequel is coming. Apart from
Sega Magazine, because they told us it was.

Consoles have
never before expe-
rienced the anima-
tion and dynomism
of the characters
here. If looks could kill this game
would be Charles Manson.

A decent range of
blasting effecs and
explosions, coupled
with some svitably
dromatic back-
ground music.

Neo complaints
in this department,
Panzer's easy o
gel into and
superb to ploy in
just about every respect.

Thankfully, the
ridiculously simple
EASY mode only
shows a selection of
the levels in the
game. The suitably rock NORMAL
mode offers much longevity.

Tha importers ore
really going to mark
this game vp some-
thing chronic since
it's the only other
game apart from Virtua Fighter
worth playing on Satum af the

, But it is excallent. What

A next generation blaster with
no competition whatsoever.
Quite frankly, an epic Saturn
release that must be experi-
enced.

MM SEGA 5‘




PLAYERS {

GAME TYPE !
-—

————

o ]
o B

T ourvow |

e A —— b

OPTIONS

CONTROL: JOY PAD
CONTINUES:RAM SAVE
SMILL LEVELS: 1
RESPONSIVENESS:GOOD

GAME DIFFICULTY: ' m Py le” 4
MEDIUM, HARD hefty, he's got o o X _ F‘M'IY AIBUM

s L ek S Eahg The are four fully digitised player sprites, selec-
wears suspect cloth- table from a sub-menu of ‘photographs’. To go
15T DAY SCORE - i trust : : : with them are four — —
= 30 OVER i::. :iu;::" handi- digitised coddies, who /-‘_;ELL"FF CADDIES
: do little more than e
e e ol ot s hand you the clubs.

ORIGIN " = M
A new Saturn version of the States’ /- An gus U1 €

ebble Beach course, previously on .
P L.w{” e | 2nd stroke Par3 166y 4

53 vards

EEO0O0
CcHALLENGE [ [T (][ ]
BEEOC

Tackle 18 holes, ottempting o com-=
alete the course in the fewest num-
ber of strokes
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| SHOT

One thing to m

TO PIECES

ake clear, all the options and

controls of Pebble Beach are in Japune:.e hWe
estimate it should take you @ few days fo be

»
b g |
o, z
B "

OFF-COURSE

A significant array of incomprehensible opti themselves

B e ot Do o
these. The first set allows you to register players. Names are entered, and clubs
selected for the bag. From then on, all manner of statistics about your perfor-

iy & ra v
o= gt b 5 i

comfortable with the controls.
shots may make things easier:

DIRECTION

You can rotate your
stance through 360 —
degrees. Wind direction 15
marked on the ring also.

CLUB SELECTION

Your caddy will hand you
any of the clubs you wish.
You select your allowance
from the player configure
menu before the game.
Change club by moving
left/right.

N STANCE
mance will be recorded in the Saturn battery RAM. There are records This is a way of putting
for the course, including a ‘miracle holes’ hall of fame. During the game deliberate draw or fade
mbﬁuwmrmm.mi#mpbmmmhmmﬂ on the ball. Left and right
replay. A library of up to 10 replays is kept. alters your positioning.
— .
REPAY REGBTIRPLAVERS | | | swiING
i ¥if  Gamd Mds . b | L7 L ——— T = o g
JI;‘II.'E]H i 1.:-1. r-...._:rr:., @ @ u? @ E ﬁ; i. " 'Til.r-r.-. This rather ﬂFIH'f dlﬂgr::len: 1
—— e — e il il ‘a8 Cogh r_'.Tu Ik L used as @ swing-o-me .
; __$= ;: E E E ﬁ El 53: ET r"]a':.l e U The blue surge denoles
: ﬁn_g_:;.r 5 T T T T T T T i Vgt WY i ¢ = increusiﬁg pﬂ"“'ﬂ; fﬁ.{‘TEl‘
, ‘: ﬂﬂ:-—- - | OODRIOAGOSEE F = have stoppe it
- mEi — pa S you ! :
L] ::‘ﬁ-:: E E 11#y g $ y - -'1.- - T — ¥%E increasing, it UEEEle'ﬂiEE .
a0 Na Dats back to the bottom Stop i1
T_.n' EST SCORES SELECT CLUBS HOLE AVERAGE in the red marked zone, or
i 'F ﬁ s o ] Hirl *:? r :]' S see your ball hooked or
gre. = Y, ™. BT e . : sliced
h R IW_ W W AW SW | DEsgie 085S
e 1 pE i) g ) -:I!I T e hal HELP!
' : o 1 71 o ewl P Py If you're doubtiul of 1h.E
] v 9 (S 0% [ tch the ani-
- i EW FT = o &ND DRy A0S controls, waic
baild —— Al 1 SR mated tutorial, selected
w

from the in-game options

This guide to

Craig Stadler may indeed
look like a cross between
Howard Keel and a
Walrus, but his Saturn
game is well worth a look.
Obviously, a golf game is
never destined to blow our
minds, but T&E have made

' the most of the Saturn’s

processing power to create
one of the most rounded
sims to date. The basic

game itself is very well presented and easy
to get to grips with, but extra ideas such as
the ball-cam and the wealth of in-game

options put this in the same league as EA’s

16bit PGA series. Obviously, Pebble Beach
is destined to be overshadowed by the likes
of Dayona and Panzer Dragoon, but every
machine should have a decent golf game,

and this proves the Saturn has well and

truly arrived.

b,

The art of putting is further refined in Pebble Beach with two indicators. The first is

a grid showing the contours of the green. The second, and new feature,

shows the elevation to the hole.
Angus
6th str
19 7 ce~! et
z .
oo i 18.75f eet
5 1 ;
- ot
‘A Deep concentration as |
take this one...
\_ . >




Par 3

é w -
Back Tees 202 vards
Hole No. 12 .~ Rack Tees 212 _'E'-lrl]\ il Ces 1

Middle Tees 184 vards

j‘.loj!: 5 PEBBLE BEACH GOLF LIN

Par 3 166y

THE BACK OF YOUR HAND

You may have never flown the atlantic, but soon you will know Pebble Beach like it

N

KS

was your own backyard. Each hole’s play is preceded by a two-stage briefing: first a
computer generated countered rendering of the hole, then a digital video sequence
with commentary on points of play by Stadler. Unfortunately, he's been dubbed in
Japanese, so these handy hints will remain a mystery. The in-game options allow you
to use a ‘cartcam’ allowing you to zoom the length of the hole and rotate the view

freely. You can even elevate your viewing position high above your ball.

h 4
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N Back Tees 348 vards

Middle %
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/" Back Tees 348 vards
Middle Tees 538 vards
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| FEEL THE EARTH MOVE

Pebble Beach has a ball-cam option included, which should
prove pretty popular. It lets you follow the flight path of your

shot, giving an aerial view of the fairway. Acceptable smoothness

dnwnﬂﬂlsndm.dbymmplyﬁnng the course graphics —

textures are removed from polygon surfaces, and some polygons

are removed. Despite this it's o pleasant feature, which doesn’t

slow the game down at all.

Hole 7
Par3 107y

CADDYSHACK

The game supports up to four players

who can pluyqvnnuroimuich!rpﬂ
including a prize or ‘Skins’ game. A com-
prehensive scorecard follows your
progress to the 19th hole.

A Gus is winning, but then his father was copt-
ian of Renfre, so it's only to be expeted.

COMMEN

Although
no one is
expecting
golf to be
radically
superior
on the
Saturn ,
Pebble
Beach is a
pretty
competent
simulation in its own right.
Yes, it looks lavish. The ani-
mated golfers are superb,
and the course graphics are
as lush and detailed as any
others seen previously. Plus
the ball cam feature works
quite well, although I'm
sure smoother attempts at
that will follow. In addition
to all of that, Pebble Beach
offers valuable options that
armchair golfers will appre-
ciate, all of them beautifully
presented: Saved golfers
and course records, the
replays. And the control
and gameplay is well
though out. Few golf games
incorporate backspin and
controllable elevation. The
only setback is being limit-
ed to a single course. We've
all become used to multiple
course games, and 18 holes
just isn’t enough. But
exploring those will be a
golfer's pleasure for quite
some time.

CEF-TIRT L7 rFEMBDHIT

-/ \\i ~BLEF-FR_ . TBEFRDT

SEAR

B T Ay e .

A clever mix of
| textured polygons
| and sprites, good
| golfer animation

GRAPHICS |

| ball-cam.

| 7 Some jerkiness in the digital
L video, ond pizelated scenery foa-

" ¥ Weakest aren of
the package by far.
Musie 1o shoplift 1o
and annoying FX.

| Only the opplouse
| is acceptoble,

e

e e e e e o g

PLAYABILITY

R
3
. :
| The menus ore

| easy to occess ond fost. There's
| lots of game variations.

R e T e P N ¢ L LAT TR

| Awell-bolonced
b control system,
| with opportunity

A T A R

LASTABILITY

| Pebble Beach hos
a good variety of

| holes and some
interesting golfing
challenges. The

| records leature adds to longevity.
The main drowback is the limit
i 1o 18 holes.

L e s R S R

OVERAI.I.

i

| A very good golf game that
| impresses in most oreas opart
from size. The best sports

| gome on Saoturn of present,

A B eV o R R e R L i vl A,



PLAYERS

GAME TYPE
BEATEM UP |

E‘!

37bit update of the Mega-CD title of
the some name. Actually a comver-
sion of the [different) PC version.

ORIGINAUTY: B @[ ][]
ReExes  EE0O00
CHALLENGE [T [T []C1[ ]
Acion " BEELI]
steareey - BB

Finish a lorge number of roces in
high positions.

-' W Li
is a sociological theory which states
that mankind is the dominant species on

planet Earth not because of its superior !
adaptability but thanks to its innate (and BL IMEY . Two
enormous) capacity for competition. Cha cha f

cha. Obviously there must be some seed of AY ER 5

truth in these musings, as Core have come pl

along with the game to prove it.

BC Racers’ torch-like glare blasts the BC Racers on 32X is certainly different from the Mega-
shadow of evolutionary doubt from the €on- = CD version. The biggest difference is the addition of a
ception of fracasian transcendation, featur- proper split-screen two-player head-to-head challenge
ing as it does prehistoric humans racing which moves at full speed. It must be remarked that
motorbikes. But - and this is a big but - the sort of sprite-handling this exhibits, on a full-
not just against each other, but also creen playing field, makes Doom look a little bit silly.
against dinosaurs, which as we all know
are now extinct. And we aren’t. So that :
proves it. | mean, perhaps if we hadn’t ; =
been so handy with the old two-wheel-
ers these days we’'d be nothing but coal. -
Blimey, makes you think, doesn't it?

Anyway, that isn’t important right now.
BC Racers is basically a behind-the-
bike view scoot of three laps around a
variety of suitably ancient terrains,
from caves to jungles

through swamps and stone villages.
There are eight different courses for
each of the four skill levels, and
you're required to finish fifth or
above to move on to the next race.

To do this requires all your skill, cun-
ning and knowledge of short cuts.
And of ourse, primeval evolutionary
instinct.

r




PAUL oocdber

COMMENT

The difficulty facing BC Racers on 32X that didn’t worry the
Mega-CD version is the recent launch of the acclaimed Street
Racer. However, it's safe to say that the two games have lit-
tle in common. Street Racer is definitely Mario Kart inspired,
whereas BC Racers seems to take its cues more from Virtua
Racing. Except it's got a decent number of tracks, and is con-
siderably harder than the Sega game. Anyway, if you're into
racing, have refrained from buying the awful Motocross,
and think you could stand another drivng game, this is a

title. Will it
be suffi-
ciently dif-

RAD ferem

from the

Mega-CD version to war-
rant the price tag? Will it
have a tiny little Doom-

esque play window? Well
yes and no, in that order.

~ The full-screen speedo

scrolling is impressive,
especially with the amount
of stuff on-screen, and the
two-player mode adds an

awful lot of longevity

though the main game is

 somewhat on the tough
~ side. it might not have
~ quite the appeal of Virtua

Racing, but it's got a lot

more tracks, a lot lot more
extras and it's a vast huge
quantity of lots better than

the awful Motocross.
Certainly worth a look.

Wl
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GRAPHICS

Colourful graph-
its, and really
rather lovely

smooth scrolling
muke this o highly
attractive gome. In foct, | want to
go out with it,

SOUND

A number of suit-
able soundtiocks
and some fontastic

samples [espedially
when you run ove o
spedator).

The tunes might gel on your tits
atier a while.

PLAYABILITY

I¥'s last moving,
and the intuitive
controls mohe it

very easy o get
the hang of.

LASTABILITY

Loads and loads
of tracks, and the
ditficulty level soon

gets very hard
indeed. The two-
ployer modes (in the plural) odd
considerably to this.

Lots of gome for
your dosh,
Like most 32X

tithes, it’s rather an
the pricey side.

OVERALL

A fine piece of gome which
racing fans would do well 1o
investigate. Those with the
Mega-CD version hod better
make sure they've gol a friend
to play it with to get the most
oul of it, however,

R e i
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~! GAME GEAR REVIEW

AHME GEAR UERSIOM .
ASHLEY ROUTLEDGE .
AMD DAUID SAUMDE R
Ir‘| this
=% modern -
age, it seems
;_ small is beautiful

When the first
Walkmans came out,

they were only portable _-
if you had o rucksack, but
now some are smaller than the tapes
they play. Similarly, CD players are minute
compared to the house bricks they used to
be. In keeping with this theme,
Codemasters have gone one step further
CODEMASTERS 1 by t;_hr_inkmg H."IE-_I::JrErJd'g.-' tiny Micro
] Machines vehicles.

| After the success of Megadrive Micro
APRIL Machines Il, this is the inq-.-ifr_:blc Game

; Gear version which promises most of the
16bit gome’s courses, and a four-player

% m : mode! The basic aim of getting to the fin-

| 'HIITII'.I: m“ PAD : ishing line of the
" CONTINUES: THREE | oddball courses
“SKILL LEVELS: CHARACTER-BASED | remains the
T i ] some, and the

GAME DIFFICULTY: | only real differ-
AVE : ence is that this

handheld game

|
.--"'"‘.’..

. ; sports slightly
Y SCORE less tracks and

Reach the tenth circuit, Venicies

SN B

ot i R Dy f

o ‘I"'u‘f._ W . A E 3 |

" The sequel 1o one of the best-selling | = i
* Megadrive games of all time — and v -

better in every respect. ~- e v ol 1 .

- :
a2 L LA -
> E | - , E ROL {"I-
Wik BRLAn p

EEEOC
T mmmys |

CHALLENGE [T ]
BEOCOC

TWO OV OV
ANETHRON

Expanding upon the two-player idea used in the Game
Gear version the first Micro Machines and then Pete

oRriciauTY M 100 |

AIM S S e | Sampras, a link cable and two people crammed around a
Astcr e e e R O | pair of Game Gears allows four people to race against
Roce either your mates or computer- i = | each other. Not content with cramming four people

confrolled opponents across a series . " around the little machines, H‘iﬂuﬂl‘t, the Codies have also
of housebound locations in your A “Rubber Duck, this is Plastic Mallard, we've ... 4o provision for an eight-player mode whereupon the

il'lil'i'lﬂllg vhicles. F“lm hm. mvl klﬂ r"‘ piur'm race uro_un,d '|h' mh in. ng‘ n{fﬂurr whh 'h,
N | Four. Er... Good Buddy. best track times recorded for the next group to beat in @
knock-out tournament.
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GOT A COB ON

¢« Game Gear Micro Il is remarkably faithful to the Megadrive game,

and boasts twelve different vehi-
cles, and thirty-eight courses, with

Whilst
Code
masters’
original
conver-
sion of
the first
Micro
Machines
was
good, this
sequel is
even better, The cream of
the 16bit game’s tracks

. have been crommed into

4MEG, with the knot holes

- and drills looking every bit

as good on the Game Gear
as they did before. I've
always said that Micro
Machines is the perfect
game for a handheld, but
this sequel is even better
than the first and conse-
quently comes highly rec-
ommended. Codemasters
have gone to great lengths
to cram as much into this
cart — even down to two to
four-player modes — and
it really shows. The Game
Gear has hit a high of
quality software of late,
but Micro Il can safely nes-
tle up with the best.

COMMEN
The Game
Gear’'s

Remarkably
dose 10 those of the
Megadrive gome,
ond lull of varied
obstacles ond
detailed tracks.
The Game Geor's screen update
often makes things a bit muddy,

Little ditties and
revving engines.
Standord fore, but
well implemented.

The courses are
deviows, the com-
puter-conirolled
players better thon
those of the
Megadrive game, and the two-
p|ulrer mode is brilliant.

Thirty-eight cours-
&3, lough opponents,
and up to eight play-
ers can join in. What
maore do you wani?
Blood?

old faithfuls such as the kitchen
table and the loo seat returning.
Most of the hazards of the 16bit
game have survived, too, with
the knot holes in the tree house

seemingly
endless
flow of
quality

every bit as troublesome, and

the rotating corn cobs even

harder to traverse if anything.
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games

continues

apace, as

the Codies

unveil a

simply
stunning handheld version
of Micro Machines Il. | am
really surprised how close
this is to the Megadrive
version, and all the little
obstacles and vehicles that
made the 16bit game so
cool have been recreated
perfectly for the small
screen. What's more, as
well as featuring superb
playability, Codemasters
have also managed to cram
in a linked four-player
mode, and the option for
eight players to compete!
This is a stunning cart, and
has a real claim as a Game
Gear classic.

Thirty quid te
you, sire. Very rea-
sonable.

Another corking Game Gear
title. Codemasters have come
up trumps with o stunning con-
version which is every bit as
playable as the Megadrive

classic.
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PLAYERS

GAME TYPE
PLATFORM

PRICE TEA
BY SEGA

RELEASE  APRIL
OPTIONS

CONTROL: JOYPAD
CONTINUES: NONE
SKILL LEVELS: 1
RESPONSIVENESS: X-CELLENT
GAME DIFFICULTY:
HARD

1ST DAY SCORE
N/A

Sego’s second X-Men odventure, bul
with more characters and o whole
new game engine.

GAME BREAKDOWN

BEEOO

ORIGINALITY B[ 1 ][]
REFLEXES [ [ (T[]
CHALLENGE [T [T (][ ][]
stRaTecy  BEE[][]

GAME AIM

Delect Phalanx and its plan 1o flood
the lree world with an army of clone
Warror.

68 MM SEGA

he internet terminal at X-HQ clicks into life with a
message of global importance. Intelligence
reports from X-Men agents suggest that
Phalanx, an agency dedicated to the over-
throw of world freedom has constructed o
plant from which to manufacture and dis-
tribute clone warriors. The world’s major
capitals are targeted. Only the Professor's
band of good-spirited mutants can rise to the
threat in time.
This may be only the tip of the
iceberg with regard to
Phalanx’s activities. Other units
of the organisation are known
to be heading for Magneto's
orbiting base. 5ix agents are
available for immediate coun-
termeasures against one of
their most serious challenges.

HANGING TOUGH
Some of the characters are able to cling fo,
jump off or even scale the walls and ceil-
ings. This is of great use when some of the

other uses including mines, .

bypassing
kupiu:nguuidﬁfim range and diving
enemies




DOUBLE X

Somewhat unusual for this type of game, a
dual-player mode has been included. Both
players share the screen, and both have to
move to make progress. In action, the
mode presents a few problems with so
much going on at one time, and the size of
the sprites reduces the size of the play
area.

EXCESSIVE FORCE

The six X-Men under your control cover
all kinds of attack techniques.
Commonly, they have two separate
methods of attack, and one of these is
enhanced when they are at their fullest
energy. Some characters have o power-

ing-up attack which charges as you wait.

You are able to change characters each
time you die or complete a stage.

BEAST

A huge creature who

relies on the brute force

of his powerful arms, but

remains remarkably
agile. He can cling to

walls, but his shockwave

attack is pretty useless unless at full
power,

CYCLOPS

One of the coolest X-

Men, he has the unique

power of searing laser

vision, which lies behind

his ruby visor. This allows

him to blast most things

from o safe distance, but he has ninja-
style kicks too.

GAMBIT

The curse of Fred

Dineage surrounds this
S

and his ica

charged playing cords.
Following the teaching of Roosevelt (or
was it Churchill) he walks softly and car-
ries a big stick.

whose agility is his
greatest asset, plus an
exploding hlupca_-r that

The ‘fairer sex’ gets a
look-in with Psylocke
and her battery of men-
tal powers. She literally
shocks foes with her

thoughts, and handles a
staff more competently than Gambit.

WOLVERINE

The most famous and

here the most ferocious

character on offer. Still in
possession of his

adamantium claws, his

swipe has various levels of
power, and a variety of daring
athletic moves make him top dog.

Clone
Wars has a
Soviet-
style no
frills
approach
to its sub-
ject mat-
ter. The
lack of
Gus options,
the merci-
less plunging into the
action maoke it seem like
pretty grim stuff to start
with. It's also fiendishly dif-
ficult, with no continues and
precious few health power-
ups. Being overwhelmed
suddenly after making
good and careful progress
is disheartening. It soon
becomes apparent that cer-
tain characters are useless
for certain areas. But that is
part of the strategic ele-
ment the game has in its
favour. Also to be admired
are the fabulous X-men
sprites. The powers are dis-
played imaginatively, and
the body animation pesi-
tively ripples on beefy rep-
resentations of Cyclops and
Wolverine. Pound for
pound, this is a lot like
Acclaim’s Wolverine, but
more impressive in terms of
graphics and sound. The
added bonus is the range
of characters you get to
control. However, despite
being an enjoyable and
well crafted game, it may
be a bit austere for gomers
lacking in the X-men's
indemitable spirit.

MM SEGA 69




ENTRY CODE

Each level has a set theme and
specific enemies. In the first
area, the clone factory must be
destroyed by smashing a series
of terminals. These open sealed
doors, but wrecking the termi-
nals unleashes deadly sparks.
After destroying the central
reactor, you have to flee the
lobyrinthine complex within the
countdown. In another area
you are falling freely down a
shoft sealed into units by blast
doors.

COMMEN

The first
thing that
appealed
o me
about X-
Men Il was

that it cap-

tured the
feel of the
comic
erVE books and
cartoon
series perfectly. Everything
in the game will be recogni-
able to die-hard fans with

Sentinels towering in the
background, and each of
the characters using their
special capabilities to the
full. The game itself is also
very tidy, with large sprawl-
ing levels containing a
wealth of baddies and
power-ups. Progress is
often a little frustrating as
the enemy sprites are plen-
tiful, but completion of a
level proves very reward-
ing. Sega have come up
trumps with this one, and at
long last X-Men fans can
buy a cart which truly does
justice to Marvel's heroes.

STRANGE
ATTRACTIONS

One of the X-Men’s legendary
enemies, Magneto, can actually
be enlisted to your cause.
Although Magneto has been o
bane in the past -he ripped out
Wolverine's Adamantium skele-
ton, he unites against the com-

A Gambit tanked vp.

70 MM SEGA

phhlyummmmd

turn the machine on. A playable
introductory level plays out in
Siberia, with a neat blizzard

effect. The title screen comes
after its completion, but the
game has absolutely no options.

GRAPHICS

Fontastic sprites
— T
figures to appeor in

o gome 5o for.
Bockgrounds are
closely detoiled for the most part.

Strange metallic
tunes and fittingly
hard FX. Good and

frequent use of

shereo.,

Lotk of sound test or on/olf for
music or FIL

Tense and test-
ing throughout. A
good translation

PLAYABILITY

ospects,

Basic game design in ploces,
and flowed dual player mode.

Unforgiving on
the continue fromt,
ond some sirotegic
insight is needed 1o

LASTABILITY

sections.

Once levels are deconstructed,
they pose less of a problem.

VEM

Far superior fo the
original X-men.
Clone Wars is an

addition 1o o well-

aired genre,

OVERALL

X-men 2 captures the spirit
and look of the comics better
than eny previous Morvel
license, but plays rather
mechanically and linearly in
parts,
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FOR THE
PRICE O

Yep, why bother buying other tawdry Sega magazines when throats | tells yer.
Britain's best-selling one offers such fantastic value for money. Not However, not only do you get a years' worth of mags delivered to
hﬂ . content with bringing you all the best exclusives on all the biggest  your door by your smiling/miserable git (delete where applicable)
| games first, unrivalled Saturn coverage, and the odd Master postman, but you also get it before it hits the shops, meaning you
~ | System review we're now offering the mag at a price others can can keep your mates informed whilst they queue up at Smiths for
only dream of. Gor blimey guvnor, we're cuttin’ our own bleedin’ the latest issue! So don’t delay, order today (puke, gag...).

To order you subscription to Mean Machins Sega fill in the form below
(or if you want to pay by credit card call our subscriptions hotline on 0858 468888 quoting source and ofler codes)

Priority subscription order form
UK(Offer Code: GO1) : £22.50 @ Overseas surface: £33.40 @ Air Europe: £36.70 W Air Zone 1: £52.00 ® Air Zone 2: £57.50 B Eire: £33.40

Source Code : 1G13

SIGNED

{Parent or guardians signature Il under 18 years|

| enclose a cheque/postal order made payable to Emap Images Ltd for £

All subscriptions will be processad as quickly as possible, but you should allow 28 days for the order to be processed and expect to receive the firsi avalibie issue after that.,
Subscriptions guarantee: remember, if you are not completely satisfied with your subscription, you can cancel al any time and get a full refund for any unmailled issues.

< Tick here if you do not wish to receive any direct mail that Emap Images Lid feels may be of interest to you.




1ST DAY SCORE
456785789

And Lo! Super NES owners were
blessed with Mario Kart! Has the
Megadrive's turn come?...

Acion T BEECI]
strateey EEE[][]

ORIGINAUTY: B B E( [
REFLEXES " MEE ]
CHALLENGE ™ B EE[ ][]

Drive as fast as you con around @
selection of tracks whilst attempling
to punch your adversaries,

72 MM SEGA

Ld

nd they're off! Street Rocer

has been revving up on the
MEAN MACHINES starting grid
for a couple of months, ungm
lost, the prospect of a con-
tender for the Mario Kart for
the Megadrive has arrived.
Featuring a massive 24 themed
tracks and eight wild ‘n’
whacky characters to choose
from, not to mention twe bonus
gomes, the pace is promising o
heat up.

Join us as we take to the
wheel and size up the young
pretender for the Megadrive
all-time greatest racer cup. Will
Street Racer live up to expecio-
tions, or will it hit the skids
before the first bend? Read on,
and find out.
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Street Racer
If you've been keeping up with the Street Racer exploits over the past is undeni-
couple of months you'll realise there's more to the game than first a
meets the eye. Not only is this a racer with numerous play modes, but remarkable
a bizarre soccer clone and a battle mode game have been included. achievement
Time to investigate further... on the
Megadrive. |
RUMBLE was gobs-
Getting narked off with the N m:‘:;: w
other drivers overtaking, voic- .
ing their gripes, and taking PAUL whichthe
swipes at your car? Then why Ot .
not pay a visit to the Rumble = toming a respeciable
zone? A perfect circle, the : second to the Super NES'
track is fenced in by a barrier Mode 7 powers — and even -
that disintegrates after receiv- | more impressed by the
ing blows from the cars. Being attention to detail for the

characters and their
attacks. What's more the
Options are to die for, there
are literally stacks of the
blighters at every turn. But
regardless of these signifi-
cant achievements, | did
feel the gameplay was
slightly Iucll:lﬂ-g.zl. extent
to which you can stray from
the track is alarming —
especially on Surf's level
where you don’t even fall
into the sea — and the foot-
ball game borders on the
uncontrollable, mainly due
to the ball always being
behind you. Nevertheless
Street Racer is about as
good as it gets and is defi-

a right royal rumble, the aim
of the game is to unceremoniously dispose of the other characters by
pushing them off the edge, and into oblivion.

SOCCER —
L&’%t |

Surprisingly enough playing
football with a cart is harder
than it looks. In the Soccer
mode it's a case of looking
after number one, as all goals
are individual — the winner
being the highest scorer with-

in the time limit. There's a choice of three playing surfaces — outdoor
on grass, indoor on @ court, and even on an ice rinkl Naturally each
surface dictates the movement and control ofithe.cars.

We've been
following this
one from the
start, and it's
good to see
Vivid Image
re-writing
the rule
book on the
Gus Megadrive.
What's more,
there’'s just so much to this
game — an incredible
ameount of customisation,
| and flawless presenta-
| tion. To balance all this,
getting to grips with
Street Racer does take
some time. Also, it can’t
be disputed that the
game is at its best with
two or more players. So
~ get your mates and a
four-tap tegether and
| guarantee Street
" Racer will live up to your

QM worth considering. /

\Mtim..

. L/

A fontastic
achievement con-
sidering the
Megodrive's low
Specs.

SOUND

Not o great deal
ol atmasphere, the
screeches and
whines sound
dreadiul, ond the
music isn't really up 1o much.

PLAYABILITY

A good racer,
ond on extreme
lough in four-play-
er mode.
Not a great deal
of atmasphere, the sireeches ond
whines sound dreadful, and the

LASTABILITY

Fun “four’ all the
tamily with the split
screen. Nice novelty
games of Soccer ond
Rumble.

VEM

You cerbainly gel
your money's worth
with the numerous
racing opfions, let
alone the footie and
battle mode.

OVERALL

he closest you'll get to Mario
Kart on the Megadrive, but
somewhat let down by its
unimmediate challenge and
slightly blunt control system.
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GAME TYPE
PLATFORM

PRICE £44.95

BY OCEAN

RELEASE
OPTIONS

(ONTROL: JOY PAD
CONTINUES: PASSWORD
SKILL LEVELS: 3
RESPONSIVEMESS: TROIS
GAME DIFFICULTY:
AVE

APRIL

1ST DAY SCORE

Reach second world.

ORIGIN

Life's funny. It takes oges for M
Nutz 1o moke it from the Super NES,
then the sequel follows almost
immediately. Tsk.

GAME BREAKDOWN

ORIGINAUTY B[ 1 1]

=
[]
]
]
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GAME AIM

Defeat the evil chickens. Yes chick-
ens. lump on them or use whatever
means nedessary. s up fo you.

of invaders. Elite’s Thargoids came and
Konami's Zombie hordes have been put fo rest
for good, and the Galaxian, Gorf and Phoenix
warriors now spend the rest of their lives drib-
bling into luke-warm soup in the
MMHWFHH-MIM
Wandering.’

Yet, far from inventing o new alien roce to put
against their tail-swinging hero, Mr Nutz, Ocean
really take the biscuit by pitting him against
chickens. Obviously, a group of sad program-
mers thought it would be funny (during @ mam-
moth game of D&D or whilst sharing a.pizza, ne
dnubﬂ,nndcmmcmlumriuwhﬂ-ﬂusdd
‘chooks’ become addicted to caffeine and attack
worlds in their search for fresh supplies. And
no doubt it was based on an i 1
.ﬁ!ad-ufD-lpSpouthMr
were, waiching too. Sad gits.

Nutz Il begins with our bushy-tailed hero relaxing on the holiday werld of ‘The
Peanut Planet.’ However, as he soaks up the sun and chills out after

his escapades in the first game, his solitude is
smashed as the aforementioned chicken
invaders atack. Meedless fo say, Mutz comes
over all heroic and feels the need to explore the
planet's five main land masses in an attempt to
thwart their ‘fowl’ plans. His mission begins
within the wooded glade where he was resting,
and the player is given an overview of the area
via a scrolling map. Controlling a little Nutz
sprite, the player guides him along the paths,
picking up objects such as bombs which are used
to blow up obstructions on the map. The chickens
have invaded set areas of the map, though, and
entering a typically Nutz-style platform stage and

jumping on them is the only way to get rid of them.



PECKING ORDER

In order to improve upon the original, a sequel normally

retains the basic gomeploy ideas but expands upon

them with the addition of more power-ups and longer

levels. Nutz Il sticks to these rules rigidly, and in addition to his old bum-bouncing
skills, a cold collection of glittering power-ups await him as he scours the eight-
way-scrolling play area. These include swimming goggles for unexpected trips
beneath the sea, the ability to turn into a bolt of lightning, and a feather which
endows him with the power to fly. Similarly, all the usual 1-Ups and temporary
invincibility devices are present — although there don't seem to be any acorns to
lob this timel




FINGER LICKIN' 600

The Peanut Planet is split into five chicken-infested areas, each of which must
be cleared before the next is unveiled. Starting in Nature
World where deadly plants line the route,

Nutz eventually moves underground, into

the sea and on to a world based on the age- h e a:h’
old Inca designs. The basic running And : :
jumping formula remains the same through-
out the game, with the many hidden objects
secreted within bushes ond totems scottered
across the levels. Having accessed the plat-
form stages from the main map, they are split
into two types of zone. The first contains a set
number of chickens for Nutz to knock off, whilst
others can only be entered when the peripheral

stages have been completed.

COMMENT

Mere
weeks
after Mr
Nutz has
made it
inte the
shops,
Ocean are
wheeling
out a new,
STEVE improved
sequel.
However, whilst there is no
doubt Nutz Il is far larger
and varied than its prede-
cessor, | find myself prefer-
ring the original! Whilst the
addition of power-ups
which let the squirrel fly
and swim are familiar but
welcome ideas, they some-
how get in the way of the
action a little. Similarly, as
Nutz legs it across the play
area, it all moves a little too
fast for the player to
require any real skill and
the smaller levels are over
before you know it. In
expanding upon the origi-
nal in every way, Ocean
have created a game which
is more than a match for
recently-released platform-
ers such as Ristar. However,
the glossy presentation cov-
ers a game which basically
isn't as enjoyable as the
first. Oh, and the map bits
are dull, too...
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clearly one
of the bet-
ter candi-
dates for
platform
fun, | have
to agree
with Steve
when he
mentions the slighty thin
nature of the gameplay.
The graphics are bold,
colourful (maybe a little too
colourful at times), and
nicely pieced together, but
with the speed that Nutz
acclerates to, the levels can
feel very restricting, and
that as a player you have to
do a lot of back-tracking to
really cover the necessary
ground. | also felt that con-
trolling Nutz was clumsy at
times — especially consid-
ering you can’t change
direction mid-air, as is the
case with Knuckles. But |
did think the map idea
worked well, if at times it
took quite a while to get to
where you wanted to go.
Saying all this, Nutz is well
above average when it
comes to a platform hunter-
gatherer, if only there had
been more point to the
exercise in the first place.

GRAPHICS

Better in every
respect over those
of the original, with
more voriety in the
sprites and back-

85

grnund detail Rembrandt would

die for.

Pretty inoffensive
all round, with ade-
quate tunes and
elfects.

For inoffensive,

72

read ‘could do better...'

PLAYABILITY

The original
Nut: was a success
due 1o its simplici-
ty, this expands
upon every asped

84

of the game, but it detracts from

the basic ployability.

LASTABILITY

The five stages
are large, and the
oddition of collecting
power-ups enhanges
the gome mossively.

The action is basical
throughout, and some
els are a little short.

VEM

Pretty averoge
price.

Just how mony
plotlormers do you
own already?

84

ly the same

of the lev-

83

OVERALL

Nutz returns in fine fettle. A
gome which is bigger and bet-
ter than its predecessor, but
perhaps lacking that vital ele-
ment o moke it essential to

OWn.



TO ADVERTISE IN
MEAN MACHINES

MEGA SHOP GUIDE

CONTACT
LIZA HAWKES

0171 972 6700

Megadrive Clear Out

FIRST COME FIRST SERVED - ALL BRAND NEW AT UNREPEATABLE PRICES

animum J games per customern
Guntlet IV Mighty Max
wiZ T LIk fjecond Samural Rocket Knight Ag
Fantastic Dizey rue Bal |
Lotus Combal Cars
fkitehin® Hardball "S4
ames Pomd 3 Daviz Cup Ternis
g 2 Bu by
lon Pale 2
Radical Rex Markos Magic Football
Mega Turricar !_-Ia.:'-_' 10

Order now to avesd disappontment - All games in stock from 28.3.95
Part Exchange Welcome - Opening Times T Days 10am -8pm
100°S OF OTHER GAMES iN STOCK - BACK CATALOGUE GAMES SPECIALITY

ring

Y

Now In Stock
SEGA SATURM
50N

50NHY
FLA'\";. TATION

Mac H Pnc:

49 Lingfield View, Leeds LS17 6DA & Games

We Buy, Sell Exchange Games
We Stock All Sega nd Nintendo Formats
=SPECIAL OFFERS FOR THE FIRST 100 CALLERS~

£1 Off Part Exchange With This Advert

LATEST GAMES [N STOCK... call
NBA JAM £30

VIRTUA RACING £40 (01691) 773864

LION KING £40

MICRO MACHINES £40 now!

SOLAR GAMES SYSTEM
STALL 20

THE PEOPLES MARKET
WREXHAM

L EE D s

We will beat any Mail Order price on all new releases.
Thousands of new & secondhand games in stock.
Mega Drive, Mega CD, SNES, Jaguar and just arrived 3D,
aony Playstation, Sega Saturn and 32X
Imports a speciality.

We guarantee a faster and reliable service.

No Membership Fees,

Best deals on part exchange.

Ring our Games Hot Line for a quote

Call: 0532 613424 —

7 days 1lam-9pm o
Est. 15 years

Al godsds subject to availability

Visions: 728 Kil,u Lane, Leeds. 1.LS17 7BA

BOLTON

The Next Generation Starts Here

32X EARTHWORM JIM £39.99
MEGA 32X £139.99 ECco Nl E24.99
AFTERBURNER £37.99 LION KING £29.99
COSMIC CARNAGE £48.49 MEGA SWIV £34.99
BOOM f48.49 MICRO MACHINES Il £38.99
METAL MEAD [40.00 MICKEY MAMIA E2e.e9
MORTAL KOMBAT Il 240.90 NUN JAN TOURNAMSNT “’-::

SPACE HARRIER £37.99 ISTAR £34.
STAR WARS ARCADE £4s.qap ROAD RASH I £37.99
STELLAR ASSAULT £48.49 ::'.“m ':;‘wﬁw : ::::

SUPER MOTOCROSS £48.49 Y
36 GREAT HOLES £48.49 IPIDERMAN TV £34.99
. STARGATE £38.99
b £48.49  sTamET nacum £37.99
MEGADRIVE GAMES THE STORY OF THOR £49.99
CANNOMN FODDER £34.99 WORLOCK E£34.00
CALL FOR LATEST PRICES AND TITLES - FREE POSTAGE ANYWHERE IN THE UK
ALL CHEQUES & P.O'S MADE PAYABLE TO MH GAMES, PO BOX 191 SBOLTON, BLT ANH

€T T»

USE ©AANMES

TOP GAMES WANTED

TOP PRICES PAID

- v -l -
-Mega Drive-Mega CD-
-32X-Super NES-Game Boy-NES-
-Game Gear-3DO-
01463-221173
out of hours 03744 95958 (no calls after 11pm)
SRR Ve el O $A0SE Su s b4

———

— 200 Gy ?._:-"" 12am-4pm Sun
'WSTGCH.«FES - - Console Exchange

~ ‘;“‘x E 25 Greig Street

; i) Inverness IV3 5PX




"~ GAME GEAR REVIEW _
JAMIES PONI

{

&
PLAYERS

LUME TT P
PLATFORM

CONTROL: JOY PAD
CONTINUES: UNLIMITED
SKILL LEVELS: ONE
RESPONSIVENESS: FINE
GAME DIFFICULTY:
AVE

3T DAY SLCOK
REACH DESSERT DESERT

The: third instalment of the ageing '
Pond series hlir!g! more fish gogs o
the Gome Gear.

The moon has been split into 60 levels, edch of which are
accessed via a Mario World-style map. Starting at his rocket’s
landing point, Pond tackles each level in order, with o dotted
line to the next appearing when the level has been completed.
Jump across 60 levels as you This line then spreads across the surface of the moon as new
attempt 1o bump off Dr Moybe for | areas are unveiled, including Dessert Desert and other cheese-
good. Again. related bases. Despite the variety of baddies and obstacles
inhabiting each, the basic aim is the same throughout the
game: reach and destroy a mini-reactor at the end of the




GAME GEAR REVIEW '7Z

COMMENT

)3

COMMENT

Being a
weirdo, |
thought
Megadrive
Operation
Starfish
was o fab
plat-
former,
because it
employed
your
brain, Now | find an almost
pixel-perfect conversion for
the Game Gear. Just How
Did They Do That? The
graphics are great, with an
excellent main sprite and
bold yet detailed back-
grounds. More levels than
you'd reasonably expect
and surprises on many.. As
Steve says, the game’s own
high speed is its own down-
fall in some ways,
but this wil remain
\ arecommended

\ buy for
— / menths,

LICENSED TO GILL

Abandoning the expanding midriff he used in Robocod, Pond is
now a more athletic hero than ever before. In keeping with past
platform heroes, he runs and jumps with the best, but he can
also corry bulky objects and can defy gravity by running along
upside down surfaces! In terms of offensive capabilities, we're in
bum-bouncing territory, but Pond can alse KO his foes by lob-
bing one of the said objects at them. Similarly, some of the icons
Pelrl:w”“h prove doubly useful — ie. the old ‘umbrella breaking
all’ gag.

Whilst the

7 A‘\ . Megadrive
\ ) -_m; version of

Operation

o t Starfish
W Ly wos ade-
L rE et t quale
4 » - enough, it

never
really

A
STEL
imagina-

tion. After all, why pay for
an average platformer
when Sonic’s latest adven-
ture or Castlevania was
out? However, despite the
Game Gear playing host to
more platform games than
probably any other
machine, Starfish seems
mores original than meost,
with ideas such as Pond
running aleng a ceiling,
and impossibly steep
inclines never really seen
before on the machine. The
60 levels are well designed
and offer a long-term chal-
lenge, but Starfish is let
down by one major fault —
and it isn‘t one regarding
the game! When the action
speeds up, the game blurs
horribly making it hard te
land on an enemy or judge
how close you are to the
edge of a level. Despite
this, though, Pond’s latest
adventure is worth perse-
vering with, and finds itself
firmly lodged amidst the
top five Game Gear plat-
formers.

-~
E caught my

Incredibly
detailed, most ol
the 16bit gome hos
been ported,
The Game Gear
sereen blurs where speed is
involved.

PR

A burbling intro,
and more than
adequate sound
eflects.

PLAYABILITY

Control of
Jomes is respon-
sive ond compre-
hensive,
The said screen
blur makes some of the baddies
hard 1o see.

60 large levels
which start tough,
and get rapidly
harder. Unbeotable
for lasting appeal,

The password screen is a litile
murky becouse of the Geor's
sreon

You're gelting a
lot ol game for
your thirly quid.

) A > A =N @SN

Better than the Megadrive
game! Operation Starfish is o
thallenging and playable addi-
fion to the Game Gear library.
Pity about the screen blur,
though...

N\




|PLAYERS

GAME TYPE
PLATFORM

PRICE £39.99

BY INTERPLAY

RELEASE
OPTIONS

CONTROL: JOY PAD
CONTINUES: PASSWORD
SKILL LEVELS: THREE
RESPONSIVENESS:GOOD
GAME DIFFICULTY:
AVERAGE

JUNE

15T DAY SCORE
REACH BUNGEE

ORIGIN

Shiny's besuited insect appears in on
enhonced version, which includes
exiro levels ond new weapons.

GAME BREAKDOWN

s
q
7

GAME AlM

WSS e T e L e AT

Guide Jim atross fifieen plotform
stoges to where the evil Psycrow is
holding his girly hestage.

80 MM SEGA

o what makes ;

a ‘Special

\‘. | : L
g \ L sp ‘I
. 4 mally th are given
h iu a fil \l‘u:h hT
restoredfa how t
Director originally envisa
it. As the a:fepdud\r i
Abyss show, IM. "S C
good thing, i
Encounters Of
ly worth betheri
When Shiny
EWJ, though, they

I mqun, nor-

enm

e extras are

g o Mega-CD version of |
d a few ideas in mind.
In addition to the ori s, Shiny have thrown

in a couple of new and éxtra weapons

What's more, they gg-ﬂ a new ending
=y ontot

bunged in a new
s suundfrm& - measure. Gawd bles
‘em, ﬂ'l.ﬂl"' i we

SIIOW ME THE WA\' TO GO IIOMr.

Jim’'s complement of weaponry has
also been expanded, with his basic _
ammo supply giving way to a neat ’ 1

;

line in homing bullets. The icons for
these resemble tiny test tubes,
and give Jim a homing bullet 3

. for every one collected. Using J
Aer w  themcanbe a double-edged
y 3\ 47 sword, though, as unless Jim
- - hits his attacker first time,

they’ll loop around the screen
for a while before getting —i
their bearings and hitting the
nearest bad guy. The huge
blasters found in the cart
game are now less com-
mon, though, but this
is because Shiny see
& their homing devices
A as more efficient.




NEW FACES GRAPHICS

Would you swap your old EWJ for new, whiter-than-white EWJ: SE2

This new CD version of Shiny’s classic platformer retains the basic : ' | T —
mission and levels of the cartridge game, but adds an entirely new as good as they

level called ‘Big Bruty’, which is o world built up entirely from planks aver were, bul

and contains a huge pink blob whose appetite knows ‘ rearmanged in

no bounds — and who splits into several - places. Superb ani-
smaller version if dropped from a great o mation and detailed and varied
height! The existing levels have also been i backdrops. Brilliant.
tweaked, with new old foes dropped into dif- A4

hrenlnrmnﬂhcgum.wilhﬂuﬁnwmnn ‘e .

huddyin'WhntThqud:'mwuﬂuckingin i - A

an extended purlofﬂnslugomoppmdm ! 7 SOU"D

Similarly, huge chuc-
nks of new play area
have been slotted

the hidden warp zone /1 B ¢ The most
he used to inhabit. cartridge game. However, expanded area of 96

Shiny have used the new
g version to benefit from

the new version.
The CD's plentiful
storage is used fo

hindsight and, not

into the old l‘\’ﬂl‘, { | does it e a ‘":'z the full and adds better music and

adding even more . - new ideas and stages, more effecs.

challenge. \ L ~ but they have also taken
' : the chance to add o

 password system and o
host of new weaponry. PLAYABILITY
These little additions
enhance what was Hey, this is
dl’.ﬂd‘r one of the Earthworm Jim
best platformers to 2 remember: this is
grace the Megadrive, and - the ultimate in the
the superb action is also genee. It makes :
complemented by a stun- : Donkey Kong Country Iu.uk like
Hiﬂﬂ soundtrack which o the tarted up plodder it is.
maokes full use of the CD’'s
storage. If you're o Mega-
CD owner whe has so far 3 lASTAB“.I"

. held back from buying EWJ,
you now have the perfect An extra level for
excuse for ﬂﬁ‘lﬂ him to your money, new
your collection. Not that you = banus stoges and
needed one... 3 the variety ond

i ployability of the

COMMENT)

? | | agree .
g . VFM
A normal price for
an excaptionally
§ good CD. The best
]

i
=Y formers gome for the Mega-
€D in... ooooh,
bloody ages.

et | OVERALL

but | don’t think this CD
conversion offers anything
stunningly different. The
levels identical, and
the minor extensions and
modifications are not

cart game. What more could you
wani?

A Well team, that's four gomes played and two

erystals collegted,

enough for previous own-
ers. The all new level is
slightly dull too. Of course,
Phr“hlri 'ﬂﬂ Pr ﬂd'
uct was a blockbuster, and
anyone who missed it
should jump at this collec-
tor's edition.

What could have been a mun-
dane conversion furns out fo
be a fresh-faced update. More
levels and more weapons
makes EWJ: SE an essential
buy for the Mega-CD.

MM SEGA 81




GBOTHA

T ATHAYFrEE

CONTINUES: SAVE GAME
SKILL LEVELS: 1
RESPONSIVENESS: GOOD
GAME DIFFICULTY:
MEDIUM

15T DAY SCORE

[ __19% COMPERNS
ORIGIN

Very original wargame, with very
lopanese airborne forfresses bal-
tling it aul as only they can.

GAME BREAKDOWN

GAME AIM

Take your ships through each air-
borne arena and use your shill and
judgement 1o blow the opposing
ships apart,

82 MM SEGA

artillery to

Japanese sc
nmunq.

\ ide of enemy airborne
em all up (or concentrate your
W nlln ﬂll wnngshlp} to progress to
2 next level. There is the occasional variation to
such as negotiating o mine field or

your way though an enemy base, but
about it.

One thing though - don’t expect Gotha to be o
ing blaster. It isn’t. It's actually a

pretty thoughtful, strategic wargame. It's sort of
like battleships in that you and the computer
each takes turns moving your ships about in your
efforts to blow each other up. This makes Gotha
a very bizarre title that isn’t Iiluly to appeal to
the majority of gamers, which is a bit of @ shame
considering the amount of effort put into I'l'.

Gotha is pretty heavy on the old Jap fext, but with the Gid of t

sal translator you should easily get the hang of gotha. Ijr you can spend hours figuring it
out using trial and error. Like we did.

iis superlative MEAN MACHINES univer-

move

Basically, this means move about a bit.

SHOOT

If this icon appears, you have the ability to
pull out your cannons and blast the target of your
choice. Each ship has o different blasting range
and inflicts varying omounts of damage.

Mmis5 A TURN

Pretty obvious really. Now that we've translat-
ed it, that is.

ALERT!

Translation: “Arghhh!”. This genuinely fright-



el - Ak
ening Jc text
_ T ]

enemy cruiser's ca

FIRE!

An enemy ship is new in range - firel
ge, the more trouble you're

This bar is about the same level with every ship
and doesn’t change. Pointless.

ARMOUR

The higher this is, the more protected your ship
is from enemy fire.

DISTRNCE

When you this bar goes down. The higher it is
when you fire, the more domage you'll inflict.

| hope this
review will
help any

Japanese
and hours
of trial
and error
| are needed to sort out
- what's what. Once you've
I got it sussed, Gotha is an
. eerily enjoyable game.
~ Don’t let the visuals deceive
| you, this is a strategy
wargame requiring plenty
of brain-power in order to
succeed. Learning how each
ship operates and using
them to overpower the
enemy is tricky, but down-
ing an enemy mother
fortress brings forth its own
rewards. And there’s no
denying the game’s lasta-
bility as well — this one’ll
keep you playing for weeks
longer than Clockwork
Knight or Victory Goal.

When | was at school there
were two really sad gits
who used to spend hours
drawing huge spaceships
on pieces of A3 paper, join
them together and draw
lines from one ship to
aneother, scribbling over
: % the other’s drawing to indi-
o8 - cate a hit. It seems they
STEVE invented Gotha! Using
fancy graphics, the player
is left to blow up huge ships, and whilst it
isn‘t that exciting it still proves immensely
satisfying when a mother ship goes down.
An unusual Saturn release, but if you're sick
of wasting £70 on limited platformers, this is
for you.

Good 3D ond
great FMV, but you
need 1o get into the
game a bair bit
belore any nice
backdrops appear.

Very Jopanese
background music
(that means crap).
lrritaling sound
effedts 1o,

Nol easy to gel
into, bul once
you've sorfed oul
the controls, the
game develops o
puzzlingly high level of enjoy-
ment.

This game is BIG,
I you're willing to
persevere, there one
weehs' worth in
here.

About £50's worth
of entertainment ot
maosl. Any more and
Mr Importer is defi-
nitely ripping you
ofl.

=—

A deep and involving
wargame that takes a while to
get into and probably won't
appeal to the majority of
Saturn owners.
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PLAYERS

SPORTS Sim |

r_ £29.99 |
L = )

r APRIL |

CONTROL: JOY PAD
CONTINUES: UNLIMITED
SKILL LEVELS: NONE
RESPONSIVENESS: GOOD
GAME DIFFICULTY:
AVERAGE

l Beat the team of your choice. j

Having made three oufings on the
Megadrive, the puck-a sport has
made it onto the Gear.

| | [mm

ORIGINALITY E [
REFIEXESON BEEEC
CHALLENGE ™ BB 11
STRATEGY [

Hit o small rubber disc up the ice
rink and into the opposition’s net.

84 MM SEGA

or one reason or another Ice

Hockey has never really
caught on as a sport in this coun-
try. Except, of course, that is on
the Megadrive. The combination
of increased pace of the ice rink
and speed of the puck flying from
one end to the other have all
captured the attention of the
gaming public and converted
successfully to console sporting.

At long last the Game Gear
is about to get a look-in on the
action with EA's latest conversion
of NHL Hockey. The teams are all
taken from the official NHL
League that covers teams from
the United States and Canada,
and features some of the rough-
est and toughest tumblers below

i "
-.
RES fn'-.'rH:M\'mnﬂAl:ﬁ_:-'r,:
) 1

freezing point. But as ever, does
it live up to the heritage passed
down from big brother
Megadrive? Let's investigate

STATS ATTACK

In the time honoured tradition of EA
gomes, NHL Hockey is packed to

the brim with options and player
details. 4 the Options

e _ k e Latt Ly

[-’ij PLAVER ™
) camee i

Hew FErs
Lo e
Liser all
Ratmg 77
€1

LT T
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GAME GEAR REVIEW =/
SHOOT IT OUT

There's no such thing as a draw when it comes to
the noble sport of hockey. Instead our burly body-
armoured bulls in @ china shop opt for the penal-
ty shootout sudden death. In a battle of the

Y.l
| Crisp, deor, ond
* nigely animated.
Also nice pics of
N players.
7 Slight slowdown
3 ' when foo many sprites are on-
1 oeen

&

L ¥ Mathing particu-
Y| larly special on this
'} front. Avoid the in-
| gume organ music.

COMMENT

Smaoaoth, slick,
and rapid oction

W enhonced by the
§ | heod-to-head/
. leommate oplion.

Lots of teoms and
~ difterent leagues 1o
1 play in, ond stocks of

COMMENT J Potentiel n -

N ployer mode.

i A fair whock for o
o fine Gome Geaor tithe.

Darryl knew
he was skating
on thin ice. But
he felt the law
would never

catch up with

him.

HEAD-TO-HEAD

Once more the Gear's Game Link
cable comes into its own for two-
player puck-pummelling action.
The choice is yours as to whether
you team up on the same side as
‘teammates, or go for the head-

Constance found herself forced to
make a tricky decision.

':: off for this NHL conversion, a |
| top-notch sports title on the go. x

R ﬁiﬂ;ﬂf
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PLAYERS

GAME TYPE
RPG

PRICE £44.99

BY SEGA

RELEASE
OPTIONS

CONTROL: JOY PAD
CONTIMUES: INFINITE
SKILL LEVELS: NONE
RESPONSIVENESS: N/A
GAME DIFFICULTY:
MEDIUM

APRIL

15T DAY SCORE

Defeat the dwarl warrors.

ORIGIN

A compilation of the two Game Gear
wersions of the Shining Force series.

GAME BREAKDOWN

GAME AIM

Complete the first odventure so you
con then get storted on the second
part of this epic adventure.

Wh::rl's going on? First
Shining Force 2, fol-
lowed by Soleil, and then
Story Of Thor. It seems ot
long last Sega have
realised the potential for
releasing RPGs in this
country. And now, to
keep the public interest
at an all time high, Sega
have decided to lump
together a four-in-one
package of both Game
Gear Shining Force fitles
— still hot from their
Japanese successes
— on the often hard-
done-by Mega-CD.
The scenarios are
based on the familiar
Shining Force dream
team of six trouble-
shooters brought in to
save the kingdom from
certain destruction by evil
forces. During their
adventures they confront
evil, enlist new members,
and generally put wrongs
to right. But as they say
‘size isn't everything’, so
will quantity overshadow
quality in an RPG series
reputed for its excel-
lence?

Tou're oo prelfy fo stay
here in the Mirdyom
stiderness.

Egs

YT

BATTLE PLANS

For those unacquainted with the previous Shining §
Force adventures, the attack system is modelled
on strategy as opposed to hack and slash excess- [
es of other Action RPGs. Although this system has S
been criticised for being slow in the past, the
Shiners have speeded up the
whole process of armed conflict
with the nimble and easily acces-
sible selection of icons. The play-
er and enemy take turns to move
around the battle grid to within
reach of target, from where you
can unleash the full power of
your armoury.




~ The Mega-CD has come in for some stick over the years, but
despite its faults the CD-quality music and effects can rarely
be faulted, and this is certainly the case with Shining Force
CD. The music has been specifically composed in-house and
- features orchestral overtures to stir the imagination.

AR LN
L L ATT 14
3 AT DEF 12
L = O oA AG I -
(== _4 1s A <

G T

Pl s e

ETEM
L e ]

COMMEN

Weicome to my shopd Look
arcend. [ earry ondy
the bestl

- EXHAUSTED

Once your lead character has
bitten the bullet, I'm afraid it's
back to the palace for some
sound advice ond rest,
Characters never actually kick
the bucket as such, but decide
that it's all been too much and
take a rest. At some of these
restart points you con also do a

hal

_ ook g

—
£
4
i

b2

supplies and spending hard
fought for cash.

What do they

axaid wall wx?

L

WENDY has sufferad
5 pointz of damcge!

spot of shopping, stocking up on " B4 + L5

" GRAPHICS

Improved from
the Game Gear
with the top quality

presenlalion
streens you'd

expect from Shiners.
¥ The mop streens ore feeble

1'

SOUND
Excellent!
Fabulous tunes in
glorious (D-guality 92

sterea. Play with
i
J

headphones on for
" PLAYABILITY

maximum eflect!

The standord ]
fine fare expected
from a title of this I
calibre — good i

CPU enemy intelli- |
gence and o on inspiring quest. :

Just a little 10 much fighting
ond not enough finding.

" LASTABILITY

This is absolutely |
huge! Guoranteed
Shining Force oction

for an age. Also

rumour has i there's ' ] I
o hidden game.,

—
VEM

This is o lot of
RPG potential for the
cash. Worth if!
I | |
) 2
Se— | r-l—l-l-— —

— e

— —

emwae

More linear than the previous
Shining Force titles, but tonnes
of RPG action for your money.

1
i
|
|
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PLAYERS

T GAME TYPE
SPORTS

PRICE  TBA

E e

RELEASE  JUNE

[ OPTIONS

CONTROL: JOY PAD
CONTINUES: N/A
SKILL LEVELS:TEAM-RELATED

| RESPONSIVENESS: AWFUL
-. GAME DIFFICULTY:
i EASY

~1ST DAY SCORE
‘ Mot take it back for o refund.

~ ORIGIN

Super NES prepares to take on the
likes of FIFA and Fever Pitch.

|
I The first decent soccer game for the |
{

*  Using only your sprite’s feet, propel
. the small white sphere into what
oppears 1o be o lorge fishing net o
the other end of a grassy plain.

88 MM SEGA

can see it now. The place: Old Trafford. The

match: Manchester United versus Blackburn in the
deciding play-off of 1995’s Premier League. Our
commentator: Brion Moore.

“Hello, and welcome to Manchester United's Old
Trafford ground for what should be the game of the
year. The pitch is looking particularly well tended,
although the players are looking a bit malnourished
and there appears to be a perpetually moving piece
of sand around the perimeter. Giggs kicks the ball
to his clone twin Hughes, who passes it to Cole.
Ooh, the silky skills of the £7 million-rated star, it's
like the ball sticks to his feet. Le Saux slides in with
the tackle but shoots off the side, and it's down to
Sutten to come back and slide in. This really is like
the ball is stuck to Cole’s feet as he makes a run.
Oh, it is. He's spotted a break, and is heading
towards Flowers. Ooh, that's incredible. Flowers
was nowhere near Cole but the ball is nqtsufe
his hands. Welcome, dear foo to soccer —
Striker-style!

& B.JuRPr A 4% U _SWEWIT [}

AR

OPTIONAL EXTRAS

When it comes to options, Striker is probably
the most versatile game you're ever likely to
see. In addition to offering teams from one
of a number of international leagues, kit
design, weather, ball control and the ref can
be altered to suit your needs. And if this
wasn't enough, the matches can be viewed
from one of four perspectives, from the tilted
angle Super NES owners will be familiar
with, to an overhead view, a side-on slant,
and a mixture of the first and second per-
spectives.

4: 24 $.PEIRAND




SIX OF THE BEST

f you get a little bored of kicking a ball around a large pitch,
muirur also features a six-a-side indoor game Played within a
walled court, six-a-side differs from the nermal game in that the
goals are half their
normal height,
there's no throw-

INs or corners as
the walls keep the
ball permanently
in play, and if a
foul is committed,
the offtender is
taken off the
court, and another
from the eleven
replaces him.

”
" GRAPHICS

=

T

L

P £ e W e

... sndly, the
aclual sprites are

second fo pretty much everything.

i The presenta-

| tion screens are

’ second fo mone...

| |
|

|

SOUND

The most inap-
propriate opening
theme ever, and

the eflects are

equally dismal. It's

nol @ whistle the ref uses, but an ]

assoult alarm. | |
J J |

f’ PLAYABILITY

Easy to ploy. -
The limited
tontiols ond dated

gumeplay stifle
this from the start.

e —

IF
LASTABILITY
You're joking !
aren't you? This is | 20
guite simply o dis- |
groce fo the noble |

spoit. i
i
il

[ VM

| ¥ Exeter Gity (£1.3 i
| million in debt) |
| stand more chonce of

being sold...

' OVERALL

. Areasonable Super NES game
| is completely ruined in this
i
|

instantly forgettable travesty
masquerading as o soccer
game. |

S ——



A dog walks
into a Bonio. It
says “a bloke walked
into a bear, it showed
him some interesting
tricks with electricity -
it was a polar bear”.
It was a funny Bonio.
It’s funny how |okes
worlk, isn’t it? One
minute you're siting
there listening to
someone piffling
about with a really
contrived and obvious
story, the next minute
you're laughing
heartily. Yes, we like
jokes. Which brings us
onto the subject of
your letters, many of
which are little jokes
in themselves. If you
think you're a bit of a
funny type, you can
write to us at WATCH
US ROCK THE MIC -
PSYCHE MAILBAG,
MEAN MACHINES,
PRIORY COURT, 30-32
FARRINGDON LANE,
LONDON ECI1R 3AU.
If you think you're
boring you might as
well give up. Please.

MEAN Y OB , e "“’%

3

MADHUR
JAFFREY

Dear Yob /
| have been
reading your
magazine since |
day one, but
ever since Joz
and Rich left,
your magazine
has been getting
crapper. | can't \
help but notice

how sad your reviews .
have been lately. ltall '
started with Lunaor the 4
Silver Star, which you only
managed to give 86% when

it obviously deserved close to
100%. It is arguably one of the
best games on the Mega-CD. |
was also appalled when | noticed
that some people who | thought
were good at games, could only
manage to get to Saith in a day.
It takes most people an hour to
get that far. It is obvious that
with a game like Lunar, you need
to get well into the game before
you can make o judgement,
which unfortunately you bunch of
morons didn't realise. Also in the
very same issue you reviewed
Double Switch, an FMYV title and
nearly rated it as a Mega Game.
Serious gamesplayers

l Another corking month for pics, then. Thomas
Murphy... er, thanks.

\.\x

Ty —

know what an FMV game is, and
what sad Hollywood pull-offs
they are. There is no way that
they should get that high a rat-
ing. If you had the same game
but in a cortridge format using
Mickey Mouse style graphics,
how would you rate it then®
Perhaps than you would realise
that there is no deep involving
gameplay in it. The thing that
really made me cack my pants
was your review
| of Victory Goal on
k'l the Saturn last
issue. How did
you manage to
M come to the
judgement of
55%2 Did you
have the Saturn
at the time you
were reviewing
it? | have many
machines
including o
PlayStation
and a Saturn. |
purl:hdsﬂd
Victory Goal
about two weeks

/ before
“ Issue
7 ’ 30, and
I'm still play-
ing it now. By no
means is it a tedious
game with sad music, and is
definitely not in the same class as
World Cup ltalia ‘90. Give some
Mega-CD RPGs a chance, and
review more of them — Vay was
one you missed out!
A Concerned Reader, Hartlepool,
Cleaveland
YOB: Dear concerned reader,
welcome to the real world.
You have discovered in your
flight into puberty that people
often disagree. We didn‘t rate
Lunar 100% because it wasn’t
THE perfect game, Similarly,
of all the FMV games
released, Double Switch has
been the most interactive so
far! my, this expressing a dif-
ferent opinion stuff has really
vexed you hasn’t it? And as
for Victory Goal, | feel we
were absolutely right to offer
this basic kickaround o mea-
gre 55%. Just because the
zoom mode impressed you,
doesn’t cut any sway with us.
The Saturn can do much bet-
ter, and for a game to appear
with less playability than the
already awful FIFA on the
3DO is unforgivable. By all




means waste

your cash on crap games, but
don’t write to us when you're
sad enough to rate them. By
the way, we look ferward to
receiving a letter saying how
crap Soleil and Story Of Ther
are.

KEITH FLOYD

Dear Yob

Well done on a brilliant mag.
Can you please answer these
questions?

1. Is there a game planned for
Tails, because Sonic, Knuckles,
and Dr Robotnik all have their
own games?

2. Is Chaos over Knuckles com-
ing out on the Megadrive?

3. What percent is Street Racer
for the Megadrive?

4. What percentage did you
Sonic and Knuckles, Virtua
Racing, and NBA Jam?

5. Is anything planned for Micro
Machines 32

6. | have @ Master System and
ten games that | don't play
because | have a Megadrive.
Should | store them away, or give
them to my brother who owns a
Super MES?

Jamie Corcoran, Poynton,
Cheshire

YOB:Once again another
reader struggles with the con-
cept of Q&A. Honestly, Steve
and | couldn’t be more differ-
ent if we tried. Seriously, next
time you expect an answer to
your questions mark the
envelope 5.T.E.V.E. You'll find
those letters in any good
alphabet, and he's doesn’t
get half as narked off.

CHRIS KELLY

Dear Yob

| have recently bought o copy of |

Mortal Kombat 2, and ofter
many weeks of not knowing
any of the special moves | was
happy to see an advertisement

This was meant for NMS but we had to put it in! No
name — but who'd own up to it!

Mortal Kombat 2 — Official
Player's Guide on sale now in a
newsagents near you for only
£4.99. So | went to a newsagents
near me, and then one a litlle
turther away, and then one a
long way from me, but still |
couldn't find one. So | tried to
order a copy from each of the
three aforementioned
newsagents, but on every occa-
sion | was told it was unavail -
able, and on one occasion that it
shouldn’t have been advertised,
as it was no longer available. So
why did the March Issue adver-
tise it for sale when you can't
actually get hold of a copy? | am
now even more frustrated than
before, knowing that | will proba-
bly never know any of the
Fatalities, Babalities, or
Friendships in MK 2.
Mr P Morrish, Okehampton,
Devon
YOB:The reason you can’t get
hold of a copy is because we
really hate Okehampton, It all
goes back to a nasty experi-
ence | had with

e —

Gus approaching deadline by Stuart Patrick.

J"‘“’ -

\‘_ i n Cheltenham,

a couple of sheep and a bottle
of Vim there a few months
back. Seriously, the mag has
been a top sell-out, but if you
ring EMAP Towers and ask for
the marketing department we
may be able to furnish you
with a copy. For a few quid
and a doedgy handshake, that
is...

DELIA SMITH

Dear Yob

Your life is coming to an end.
Sandy, Crap-Head, and myself
are going to chop you into quar-
ters, tear your liver out, and eat
it. We are going to cut out your
belly-button using a wine open-
er. Prepare to die you overgrown
piece of lard. If you want to sur-
vive, send a cheque to to me and
my lads for over £18 million.
You'd better start buying lottery
tickets and get your coffin ready.
Pete, Sandy, and Crap-Head,
Innellan, Scotland
YOB:Crap-Head. My how apt.
I really had hope that we'd
seen the last of these inane
letters but, no, you and your
imaginary friends feel the
need to write in (sigh). Still,
the more serious of our read-
ers can ot least find solace in
the fact that our parents knew
each other and that our
female relatives don’t earn
six pence ago playing Rugby
with no shorts on. Twelve
pence if @ scrum is involved...

GARY RHODES

Dear Yob
— | was recently
watching the DJ Kot
Show on Sky One,
when the competi-
tion results for
‘Design your own
computer game
enemy’ were
announced. When
they came to the win-
ners, the last one they
showed was o com-
plete replica of Mean
Yob. For this complete
cheat, the winner
received two cheat
mags worth £10 each.
In my opinion he
should be shot, or
preferably something
more slow and painful
like burnt to death.
Luca Piscopo,

Gloucestershire
YOB:The DJ Kat Show!

MEAN YOB

What the hell is that piece of
crud. Don’t tell me, Bruno
Brookes co-presents it, and it
has guests stars as famous as
Rosemarie Ford, the girls who
do the cheerleading in
Funhouse, and the bloke off
Countdown. Jeez, if that's the
standard, no wonder the
viewers don’t have any imagi-
nation. | expect all their
brains are addled. DJ Kat! DJ
Shat more like...

RAYMOND BLANC

Dear Yob

| would like to say you are the
meanest Yob in the Mean
Machines office, and could you
please smash the person who
forgot to include the Sonic 1
debug mode in the Ultimate
Sonic Tips Guide in the face.
Well, | know what it is, but for all
them poor nerds who don't, it
could make them annoyed and
even meaner than you. As | am
your Number One Fan, | have
also enclosed a poem called ‘Yob
| Reckon'.

Yob | reckon you fart,

As fast as a dart,

Yob | reckon you've got a big
brain,

That's insane.

Yob | reckon you like killing peo-
ple

To get to their wills and nick their
money.

Yob | reckon you were a bully at
school,

And punched boys heads in, and
girls too.

Yob | reckon you're great,

We could be best mates.

Scott C, Chatham, Kent
YOB:Gus has indeed been
smashed in the face for for-
getting that tip, and now has
a face so flat you could iron
shirts on it. However, the
pasting he received isn't
going to be half as bad as the
one heading your way for
providing us with such a god-
awful poem! Sleep well, for
we know where you live.

Bye then. Bye bye.
See you next time.
Take care. Bye bye
bye. Don’t be a
stranger. And don't
talk to strangers.
And wash your
pants. Cheerio.
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Earthworm Jim. How many times have you
read those words in these pages? Our old
invertebrate pal must, by mere mention of his
name, answer at least 60% of the questions we
receive. In fact, if we answered everything put
to us without even reading the questions, it's a
safe bet that a mixture of “Earthworm Jim” and
“Wait for the official release” would correctly
answer nearly every letter. Come on, we’ve got
better things to do than market Acclaim’s

games - they've got an ad department for that.
Couldn’t you ask some new questions? Please?

If you can think of one -

just one will do - you

can send it to us at | PROMISE THIS HAS
NOTHING TO DO WITH EARTHWORM JIM
Q&A, MEAN MACHINES, PRIORY COURT, 30-
32 FARRINGDON LANE, LONDON ECI1R 3AU.
You could ask about Worms (if you've got an
itchy arse), but a Doctor might be a better

place to go.

THE GENTLE
TOUCH

Dear Steve

Please answer my questions or
you'll be sorry.

1. What is better the Mega-CD or
the Soturn?

2. What is the best Game Gear
football game?

3. Will there ever be a Mortal
Kombat 3 for the Megadrive?
4. Can you use a Saturn game
through the 32X?

5. Which should | buy, Cannon
Fodder or Earthworm Jim#
P McCreight, Belfast

STEVE:1. Do you really need
me to answer that? If so,
you're beyond help. No, really
you are. 2. Sensi. 3. It
depends who gets the licence.
H it's Acclaim, probably.
Anyone else: who knows? 4.
Nope, serves you right for
being a cheapskate. 5. Sega
Mag’s Tom Guise reckons
that, no matter what the

O

shwiwisiohsteisnilaniat il batusibivinalilinananibmananaliianmalsnsnanibinanin

question, | always say
Earthworm Jim or Dynamite
Headdy. Just to prove him
right for a change, I'll opt for
Jim.

SHOESTRING

Dear Steve

Please answer my questions.

1. When is the Neptune coming
out?

2. Does it combine the
Megadrive and 32X?

3. My friends say it will be under
£200. Is this true?

4. If the Meptune does combine
the Megadrive and 32X, will it be
48bit?

5. In the new Sonic is it true he
has a new pal called Grizzles?
é. Please could you do Game
Genie codes in the future?

Kevin Seeney, Bury 5t Edmonds

STEVE:1. November. 2. Yep. 3.
Possibly, it hasn't been decid-
ed. But if Sega are wise it will
be as, after all, the Saturn will
be out by then. 4. Don't be
dopey. Just because there's a
32bit unit and a 16bit one in
the equation, it doesn’t mean
you add them up. Does
putting one Jaguar on top of
another equate to a 128bit
machine. 5. No, he’s called
Ruffelles, after Francis, last
year's Eurovision entrant. 6.
We'll see.

TARGET

Dear Steve
Can you please answer these
guestions for me?

1. Is the Megadrive close to
death now with all the super con-
soles coming out?

2. With all of the talk about the
32X being crap, what will hap-
pen to it when the Saturn comes
over here?

3. | am a beat ‘em up nut, can
you tell me what fighting games
are planned for the 32X?

4. Other than Virtua Fighter can
you tell me what beat ‘'em ups
are coming for the Saturn?

5. Is Street Fighter going to make
it to the Saturn or 32X?

6. Is Beavis and Butthead any
good and will it make it over
here? *

Andy, Hertfordshire

STEVE:1. Nah, it's got a few
years in it yet. 2. It'll probably
kill off the 32X. Then again,
it'll be a lot cheaper so could
be a logical upgrade for peo-
ple without Saturn cash. |
reckon the former, though. 3.
MKII, X-Men, Van Battle,
Primal Rage, a Street Fighter
of some description, and
Toughman Contest. 5. I've just
answered that. Why didn’t
you add it to the last ques-
tion? 6. Sadly, yes. It sucks
big time, though.




THE CHINESE
DETECTIVE

Dear Steve
| know you were com-
plaining about meaning-
less crap at the
beginning of let-
ters, so | will just
compliment
your magazine

there? The
guy who
worked there
was a real tosser

who would make crap
jokes with an old saveloy to
the fat girls coming out of
Sheik’s night club. I'm glad |
moved.

Z-CARS

. Dear Steve
and then ask Fleose answer my questions or
you i I'll rip your legs off!
answer my 1. Will there be a Sonic Drift for
questions. the Megadrive?
i Whn;hp- 2. Is Sonic 4 coming out?
pened to Ste 3. Will Theme Park be worth get-

Trek TNG onl""i__ ' M ting#?

the Megadrive? : -5'3-_.&_ b Anthany Hand, Birmingham

2. Will it be released over here? 7. How much can we expect to 11. What's your favourite game  STEVE:1. Nope. 2. Yep, but not

3. How many polygons can the pay for the Saturn? on the Megadrive? for ages. 3. Yep. What's with

Saturn generate? » 8. Will the Saturn le'mve a plug- Paul Reeve, Bognor Regis everyone's fixation with

4. How is Daytona USA looking  thru” adaptor to make it a 128bit _ pulling my legs off?

at the moment and when will i, machine? O STEVE:1. Microprose decided

be released? 9. When will the Alien Trilogy be  not to release it, because the A

5. Are the rumours of a UK sum- released on the Saturn? 12MEG cart would cost a

mer release for the Soturn true? ~  10. What is your favourite con- bucketload. 2. Probably now. R os, E

6. Will Super Street Fighter Il X~ sole between the Saturn and the 3. More than six but less than  Dear Steve

be released on the Saturn? ~ PlayStation? a million. Loads, anyway. 4. Please answer these questions

: It's looking really smart, and for me.

it should hit the UK at the 1. Is NBA Jam TE still coming out
start of April. 5. Not officially, for the 32X2
no. 6. Capcom have no official 2. How close will it be to the
plans. 7. In the region of arcade version?
£350-400. 8. Not bloody like- 3. Is Tee Off still coming out for
ly. Why do people insist on the 32X? If so when?

making crap like that up? The 4. What football games are com-
Saturn’s a cool machine, why ing out for the 32X2

would you need it to? 9. Late Jonathan Dunsby, Blackpool
1996. 10. | like ‘em both, but

the Saturn has the slight edge  STEVE:1. Yep, sometime in

in terms of games. 11. Mega July. 2. Very. | hope. 3. Yep,

Bomberman. By the way, | but it's now called Scottis

used to spend loads of time in  Open. We'll have a review
Bognor when | lived in next issue. 4. FIFA. and Striker
Chichester. Is that late-night

chippy opposite the pier still
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THE SWEENY

Dear Steve

| have a nice cat and | thought
you would like to answer my
interesting questions. By the way
your mag is excellent.

1. Which has better graphics the
Megadrive or the Super NES?

2. Which is your favourite
Megadrive game?

3. Is Sonic the Comic any good?
4. What is 3 + 22

5. Please can | have a 32X or @

CHOLLEHGER

RA

Saturn?
Christopher Godsell, Broadstairs,
Kent

STEVE:Congratulations, that is
the crappiest letter opening
yet! 1. The Super NES. 2. I've
done this one already. Mega
Bomberman. 3. No, it's arse.
4. You've got me there. 5.
Yeah if you go out and buy
one you scubh': sod.

JASON KING

Dear Steve

Please could you find the time to

answer my questions?

1. | was reading April’s issue and

it said that Virtua Fighter will be

coming to the 32X. Will it have
all the moves and comera

e
AT angles?
2o 7N 3)

] /)2 2. How much will

+  Virtua Fighter cost on

Ao/ the 32X3

- /rcude?
; 4. Is there really much difference

3. | know it's sad, but can
you help me on Star Wars

between NBA Jom and NBA Jam
TE?
Avern Rouse, Hastings

TR

GOLDEN STETI DALLAS
15 CLIPPIPS DENUIR

F L .iakies  Houston

& PAOMIE  MINNESOIR
PORTLAND

SiaTTie UTEH

STEVE:1. It should do, but it's
too early to say. 2. Sixty quid.
3. Actually, | think the only
thing that could help you is
strict nurse with a wet towel.
4, Not enough to make TE
worth buying if you've got the
first.

RANDALL
AND HOP-
KIRK

Dear Steve

Please could you answer these
questions?

1. | looked in my friend’s Sega
Magazine a few months ago and
it said that Virtua Fighter on the
Saturn used only 40% of its pro-
cessing power. How is this possi-

SAN ANTONIC

B
]

ble when it has less polygons
then the arcade?

2. | am going to get a Jap Saturn
soon, so | was wondering if it is o
safe bet that somebody will make
a cheat cart to allow English
games to be played on it2

3. Do you think the import Saturn
will come down in price to about
£400-£450%

4. | can complete 55F2 on level
eight expert without losing a
match. Are you worried about
your job?

5. Whatever happened to Tom
Guise from Megatech?

Richard Lo Ruina, Cambridge

STEVE:1. It doesn’t work like
that. There's a limit to how
many polygons the Saturn can
procéss, and you also have to
bear in mind Virtua was
rushed to get it out alongside
the machine. 2. | expect Datel
are on to it right now. 3. Only
when the official unit comes
out. 4. No, because | can write
whereas you can barely hold
o joypad. 5. He's still here.
Sadly. In fact, he's on latrine
duty now, up to his knees in
everyones' second-hand
breakfast. Don't worry, he's
very happy there. It's like
being at home for him.

THE SAINT

Dear Steve
| need some answers about the



32X and Saturn, so please
answer these questions.

1. Which version of Street Racer
is better, the 32X or Megadrive?
2. How muﬁill 16bit gomes
cost after the release of the
Saturn?
3. When wi
released?
4, When will
and how much v
Nazam Khalil, L

Batman Forever be

it cost?
-"‘;‘.

. STEVE:1. We haven’t uql the
32X one yet, so it's not ﬁbh
say. 2. The same as they
now. 3. Christmas. 4. July, a
in the region of £60.

CALLAN

Dear Steve

Could you please answer these
questions for me?

1. | enjoy playing RPGs. Are there
any other good titles besides
Story of Thor?

2. | have Road Rash 2. Is it worth
getting Road Rash 3.

3. Are there any decent shoot
‘em ups coming out for the
Megadrive?

4. Please could you put these
games in order, from best to
worst: Pitfall, Stery of Thor,
Cannon Fodder, and Skeleton
Krew?

Jonathan Roberts, Wrexham

STEVE:1. Soleil. 2. Not really.
3. Not for a while. 4, Thor,

-

el

otix be releosed,

Cannon Fodder, Pitfall,
Skeleton Krew.

HAZEL

Dear Steve
Please answer these questions for
me#
1. What do you think is the best
-
co the Saturn or the CD-i2
2. will fhlﬁglum be able to play
mamhﬂcn-- and if so,
will I have o buy an MPEG cart
to make them work?
3 My friend says you can ploy
Mngud rive games through the
cartridge slot of the Saturn. Is this
fruﬂ
ill Sega be releasing Mad
McCree for the Saturn?
Russell Anderson, Lanarkshire

STEVE. My, that's o hard one.
Considering the CD-i is with-

'FFtoz 20 ﬁa A e ———

out a decent title, | think it's
down to the Saturn. 2. Yes and
yes again. 3. No, and people
who tell fibs like that deserve
to have their gums fall out for
making me answer letters like
this. Don’t tell me: his Dad
works for Capcom/Sega/ the
same people as a mate of
Sonic’s and he told him. 4. |
sincerely hope not.

THE PROFES-
SIONALS

Dear Steve

Please can you answer my ques-
tions about the Mega-CD?

1. | have found no difference
when playing o Megadrive game
with a Mega-CD, but it says on
the box that it makes them bet-
ter. Why is this?

2. Shiould | bother buying Night
Trep as | already have Double
Switch?

3. Could you use the Master
System Light Phaser for Lethal
Enforcers?

4. | am going on heliday to Spain
soon, and | wanted to know if
you can buy Mega-CD games
over there without needing to use
a CDX?

3. s Night Trap 2 coming out,
and if so, will it use two disks and
Cinepak?

Christopher Caims

STEVE:1. Doh! That's because
some CD games are enhanced
for the Mega-CD. My, that
took some working out. 2.
Nope. 3.
Nope. 4.
Nope,
they won't
work. 5.
Nope.
Nope.
Nope.

L g

CROWN
COURT

Dear Steve

Please answer my letter in your
QA&A section.

1. Will any games on the
Megadrive use the same graphics
techniques as Donkey Keng
Country? If so what?

2. Is Street Racer on the
Megadrive as good as Mario Kart
on the Super NES?2

-- 3. Whatever happened to Sonic

Kart on the Game Gear?

4. Is Street Fighter 2 still coming
out on the Game Gear?

5. Which consoles will Mortal
Kombat 3 be developed for?

6. Is Toh Shinden on the
PlayStation as good as Virtua
Fighter and Killer Instinct?

7. What is the difference between
the V-Saturn and the Saturn
apart from the names and manu-
facturers?

Ross Burton, Newcastle, Stoffs

STEVE:1. No, the Megadrive
can’t handle it. DKC is com-
pletely over-rated anyway.
Strip away the graphics and
its identical to The Addams
Family. 2. Net quite. 3. It mor-
phed into the ace Sonic Drift
Il. Which we reviewed last
issue. 4. We haven't heard
owt for ages. We think so. 5.
None. It hasn’t be licensed
yet. | reckon the PlayStation’s
in with a shet, though. 6.
Better than Killer Instinct, but
Virtua Fighter is more instinc-
tive and fun to play. 7. Nottin’
(as me Scouse Uncle Jack

says).

That’s another
Earthworm fest over
and done with. Join
again next month
for more exciting
queries concerning

everyone’s favourite
clitellum-lumbered

platform star. Catch
you in thirty, heads.




MEGA DRIVE with games including MK2
§SF2. SEN. 3 G-buMen comtrollers
Tel 0181 985 4969 weekday

all day weekends

evenings of

| WILL ywap P!unl‘.ﬁ Pinball far Rood Rash 2.
Call lan after 5 on 091 J84 2011

FOR SALE o

ver 60 mogazines includes Mean

Machines Seqa, Seqo Power 5'.“ Magazine.

Imerested? I-"ﬁm'. 01642 783101.

FOR SALE Megadrive, Me six buton
jeypads, Seper SFIl
games and demos on CD. All boxed, full
nstructions, ex
would come !:‘ !'Tﬂu a
ono, 0737 352627,

gu D, 2
Action Replay 2, other

cellent condition, brand mew
Yours for just £250

10 MEGADRIVE games fo swop. All games
tonsidered, espedially Star Control. All goc
games, Phone Mikoloe 0436 676788 &
weekends

N & VIRTUA Fighte
Wiio ..«.l\.rn..l"
0370 277775
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’

Ik and Mega CD, 25 games
Batman Returns €D only 450

jeem Hog 041 639 91 71.

sr £20. NHL 94, Sireed
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ny & i@! Came '5'5' with
Mortal Kombat, PGA, Mickey Castle of
Husion, Jod h'!}hlf:ﬂt I::%::!!I. tor =-'|'!F‘E'
y £B5.

""1 266 0650

ether for or

MEGA DRIVE for sale with 17 ¢

g Senic 3 and Bubsy all for L1

i
for Amign. 0243 _-JEGi-J

Megodrive 1, Mega CD 1, 3 pods, joyshick
Mega (D gomes including
tch, Grownd Zere Texas, Tomia

] '.l||.|'..| wWErm ':'i

Menocer, 15

demo (Ds ond
mogezines [optional), 6 Megadrive games
Sonic 3 worth £1000 sell for £500

19 - willing te spiit

s EivaaMighier 1
n * e
Hnes LAV

Davis Cup
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I o q..'r"rn.n.:..-d_!

Pacmania £5, NBA Jam £20.Tel

081 6722607 alter Tpm. Hurry!

£200 ane.

GAME GEAR 10 games boxed, AC adaphor
carry tase, gomes inclyde Mortal Kombat
Seper Kick OH, £150 ono. Call 01322

5178351

A1 OFFERS Nintende Magazine System is

1 with Timebay, Mean Mochines :uq:

with videa, both mint unopened, serious
oHers. SMES games Alien J £23 $F2 £15,
{apcom Arcade Shyle Powerstick (SF2
Joystick) works on all games and NES £J0
immaculate condition - 0443 450119

GIRL ABOUT 147 Be my pen pal! Write: Tom
1 Neves Close, Lingwood, Nerwich, Morfolk
NR1J 4AW.

MEGA DRIVE ond M-\gn D with 20 fop (D
fitles, 18 cartridges, 2 six button peds &

other pod. Worth ver £2000 atcepl
133E ond. ALl boxed, YGC, phone Darren on
03735 640387

MEGA DRIVE 13 qames, 4 joypads ter sale
£270 ono. I interested phone Don on 0404

483504 mush collect

MEGA (D with 7 games, perfeci cendition
£100, Phone 0472 690301 afler dpm

MEGA DRIVE games for sale. Robocop V
Terminalor £25 5-::“ ¢ Spinball, Ren &
SHmpy, C:;iluu"!ln £22 each. Lool, Bean
Machine, Cyborg Jushice, Ronger X Rocket
Knight £20 each. Gods, Battietoads (18
each plus more besides. Prices indude
postoge. Dave 0265 832910,

MY MAME is Matthew Crezier, | love and own
o Megodrive ond adere motorbikes. | am
‘-J_.-.", old and am look ng for o boy with
similar inferests. Wrile tome al 6
Mountainvale Drive, Glemgormley
Newtownabbey 8136 TAJ Northern Irelond,

| WILL swap my Gameboy games for any
Game Gear games. I've god Bart vs The
Juggernauts, Super Marie 1, Tedris,
Adventure and
.!:J-:uf;;c Park, also good prices. Contact Mark
243 827181 atter 4pm,
DGE MAGAZINES 2 to 17 £3 each. Super
Kick OH, no instructions £10, M5 Convertes
games £10, 1211

Spiderman, Batman, Boomers

ohone Richerd 0223 31

MEGA DRIVE gomes FIFA, Flashback, Alien
3, World Cup 04, Mega Games 2, Sampras
ather available, £5:£20 vash only, 0788
810108

WORLD CUP USA 94 £12, Jurassic Park £10
Mega (D games: Time Gal £8. Phone David

on 021 T?G 3*."-1

MEAN MACHINES SEGA issves 1.28 including

ssue 1 with video, all mogazines

Irae g Hs

in pertec condition £50. Richard 01206
130143,

MEGA DRIVE and Game Gear games fo sell
Meguadrive games £10 - Tool, Super Hang
On, Mege-lo-mania, Gods, Marble Madness
Global Glodiaters, Sonit 1, Lond Staker
Game Gear games £7.50 - Fambasy Lone
Castle of Ilusion, Senic 2, Owt Run, G-Lo,
Phone Williom 071 435 1939

SEGA SATURN with Virtua Fighter, Clockwor
Knight. Exchange for DO and Jaguar plus
AVP or Playstalion. Tel 0266 878648

| WAS wondering if amyone would like fo
swap Ryan Giggs Soccer for FIFA Soccer or
FIFA 957 W you would like bo tel 525182 or
send to Drumsill, Moy Rd, Armagh, NI
|Padraig Vahehy).

JAP ANIMATION carteens for sale, lales)
titles include Ninja In The Magic Wind, Black
Warrier, Cutey Honey, Baltle Angel 1, Totore

and many mere. Ring Baz on 0956 473121

MEGA CD for sale! Excellent condilion, 2
games Silpheed ond Jaguar 11220, also
included Seqa Arcade Classics Collection
{obra Command and Sol Feate. Selling for
£185 ono. Call Simon on 0932 228206
after bpm.

PEN PALS aged 9-11, male, highly infelli-
gent, no Man United fens. Write bo Leon
Kessler, 46 Colmstock Rd, London W11
6Lu,

MEGA DRIVE Il with J gumes in excellent
condition, oll boxed, worth £200 bt sell |
£100. Coll Aris 081 5677363

MASTER SYSTEM 2
incleding Sonic 2, Cool Spot. £130. Phone
0480 360791,

.
with 8 games, 1 joypads

MEGA €D with Senic,
Batman Relurns, Arcode
discs. Mind condition £270, Call Tris 075
402848

Thunder Howk, Etco,

Classics, B demo

10 SWAP - Any of Alex Kidd, Yazmania, Sonit
Spinball for any fighting game(s). Phone
after school 0651 BOGATE (for Megadrive)

MEGA DRIVE qames: MII £35, FIFA £25
Gunslor Heroes, Super Wrestiemania and
Mega Games | & 15 each, Contact Daniel
0844 2278126,

MEGA DRIVE games Jimmy Whikes
F1. Micre Machines, Etermal Champions
European Club Soccer, SOR2, Eico, Madden
01, lalia 90, Columns, Hang On Smash TV
The lot for £90 or swap for SNES, JDO
Joguar, Call Corl 0483 760591

Snooker,

FOR SALE or lo swap - Ecco The Dolphin and
Aquatic Games for the Mege Drive. £40 one
bor both. Will consider most games for
swaps. For mare details conbach SceH after
dpm 0443 777200 amy day excepl on
weekends,

BOY AGED 17 looking for o
a0

for £50. David 0902 331

READ THIS now! Megadrive gan
FIFA Soccer £17, Deser! Shriki
of Rage £10, NHLPA Hockey ‘93
Altered Beast £5, James :
boxed with manwals, VGC. Contact Bilh
018 0842 for details,

Pond I £12

BOXED MEGADRIVE tor sale
games incloding Virtva Rocing, Urban Sirike,
Sonic 3 Rood Rash 1. Includes Menacer with

6 game corl. J o0

17 topper

seperately, worth £630
Phone Gary en 01727 834

SHES WITH Mortal Kombal |

I:i"r Marie Kart, Star Wing, F-Ler

Turbo, Stunt Race FX ond Super Mario Worlo
1 joypods, all leads. ANl UK, mint condition
;l'f,‘lﬂ Cost imtludes PAP Phone Tris
(Plymouth) 0752 492848

Puegasy £20

Mega Gomes 1 £13. May
enon 021 382 J643

MEGA DRIVE gomes for sale:

Wir'n'Liz £20

RAIMBOW ISLANDS and Sword OF Vermillion
for Megadrive. Name your ewn p

o e

ofter Bpm or weekend

MEGA DRIVE Mega Drive 32X
Arcade, Doom, Virlua Roting J1X
Sampras Tennis, Chae

25CE, NBA Jom

Sonic 2, Seq

bargain £1

813286.

GAMES FOR Merbal Mombat Il £25
James Pond Il £11, Tiny Toons E14, F1GP
(Demark) £15, NHLPA'9J £9 Megalomania
{9, David Cup Tenmis E13, NBA Jam E18
Call Robert 0342 T17667

10 SWAP: WWF Royal Rumble, Rocket Kn ght
Adventures, Addoms Family, Lere Wing an
PGA Il maybe J.W. Snoaker? Wanl Drogen
Prince of Persia, Landstalker or EA Rughy
Ofers considered. Alse Might Trap for offer
alsa FIFA €D, Ring 0369 5760

pleas

£ A -
JURaays only

GAME q{uF‘ with & gomes, tar odapher
Master Gear, corry case, mains odoplar
'--.u‘-!_- £100. Call 0932




Got something to sell?

Or want fo swap gumes?

Do you want something, or do

you have a special message?
Perhaps you just want a pen pal?
Whatever you want, the

MEAN MACHINES

Megamart is the place for you!

For just £1 you can have your very own
advertisement containing up to 20
words! Or if you're feeling rich and ver-
bose (look it up in the dictionary), £2
will buy you 40 (count ‘em) words!!

S0 what are you waiting for? Fill in
the squares below with your words, pop
it in an envelope along with a cheque
or postal order made payable to MEAN
MACHINES and send it to:

MEAN MACHINES MEGAMART,
PRIORY COURT,

30-32 FARRINGDON LANE,
LONDON ECT1R JAV.

| WANT TO USE THE MEAN MACHINES MEGAMART. HERE'S MY MESSAGE...
Fill in

fhis box

tor £1.00
120 words)

Fill in this box
as well for
- £2.00
(40 words)

PLEASE NOTE: UNLY ONE WORDY PER BOX. PHUNE NUMBERS COUNT AS ONE WORIL USE CAPITALS AND WRITE SNEATLY TOY AVOIDY MIST ARKES

ATTENTION! Mean Machines Megamart
' - ' L E
NAME'I- e —————————————————————————————————————— 15 for private odvertisers only. Anybody

sending in o trode adverl will not have

ADDRESS' it published. It will be ignored. your
" . : SHrAEeL R e e i L emEan ’ X o

1 L (] ]
thegue will not be cashed and no
torrespondence will be enfered inf
placing @ frade ad, please contact Lise
- = B171 078 ATOO naw!
PGSTCODE' Mowkes on 0171 972 6700 now

vie 1o aedagiines, @

' [ R F AR 1 AR D ] H s
weeks for your advert to appear i
TEl “o. magal 1§
L] S—— il magazine.




AND HE'S BRINGING
REVIEWS OF DAYTONA,
SHINOBI X, NFL 32X,
FEVER PITCH AND
ETERNAL CHAMPIONS
) WITH HIM...

- OF MMS,
H APRIL, OR WE’LL

DEAR MR NEWSAGENT,

SO FED UP AM | WITH WAITING TO GET MEAN MACHINES,
THAT I'M ASKING YOU TO RESERVE ME A COPY. IF YOU'D
BE SO KIND, THAT IS.

NAME:s s s s oo snsssssnsssssssssnsnnsnsese

ﬂnnRESSS-inttl---fnnoi-tnnnunntncnno

| WILL COLLECT/ PLEASE DELIVER
(DELETE AS APPLICABLE)
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12199
AMMAMALS, ..., AT £37 99
ATE Teneus 179
Bz £1799
Bammani & B ., ECAll
Buoooswon,, £15.9%
BocusEauan Ldd 59
Boreses ..., B354
BeeTr Hu Hooey 95 ik 59
D M, = L K
Buses & Solear L3299
Bumsy Tee Boscar 7 ; £24.99
(ammion FODER ., £3599
(AIGHTER £la9e
CORPORATION E14 99
Dwrry Duc £33 96
Dhwss Cue Ti r-.u £ 99
D Dwr's Socices £3599
Douss Dincon § PO [
Di. Roaomans MEss Beay MacHME £27 99

Diacion ; 3
Dracon's Beveucs £32
[niasa™ Hesnow £35
Eaamewinm Jua Edd
Eoco 2 - The Tioes oF Tie £15
Eremmiu CHavpons .19
Faemusne Dizev & Coswc Saacerenp .. B9
FIFA 95, i .
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MAEGA Deve Mouse__._ ... Elgen
MEGA SNV ... £3589
MiEGA TIRRICAN . Elgoq
McHes | ﬂ:m*ﬁ'ﬁfmﬁ i el
MCYEIMAMIA oot B34 99

LIMES OPEM SAMARM MOMFR,
DAMTRM SAT, |0 30AM-APM SLIN
AMSWERPHOME ALL OTHER TIMES

ORDER BY CREDIT CARD, CHEGUE
POSTAL CRDERS OR CASH [PEASE SEND
CASH M A REGISTERED EMVELOPE FOR
YOUR O'WMN PROTECTION.

MEXT DAY DELVERY £3.50 FOR ORDERS

m UP 1O £50, £5 FOR ORDERS OVER £50,
PLEASE ORDER BEFORE JPM TO EMSURE
IMMEDAATE DESPATCH

.
'@

L N NN N

RRP £6499
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£21.99, Theme Park (3DO) -

| Crucy Rocx 2

Astiam & T Gaear Resoue

Coo Seon,

Dy Duck

Deszrr Seesn Towp

Deacom

Doets Deacan

Dr¥naapat HEADDY ...,
Ecoo 2 - The Tioes or T
Enceuent Dy Coubenom
HFA SuEl.,.
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| SPECIAL OFFER W
| J2 Epansion MooULE ... R154.99
{ b sl |
Coswet Caamunce ..., £48 9%
Do 4859
Gowr Macazne 36 H ECAL
Merk He ACA

Mo#Ta Komaat 2 ECAL
STar Wiss Ascage CAR 99
SUPER AFTERLIMER B
5" PEI MOICCEOSS | Ej? ‘IG'
SusE Shact Haawet £97 00
Vierua Eaoms Delne L48 9y

£37.99, Super Star Seccer (Snes) -
- . . . . . . . . . . . . . S S . S e S —

MEGA CD

PRICE! CHOICE! QUALITY' SERVICE!

These have made us one of the largest suppliers
of computer & video games in the country today!

ACCESSORIES

E3509
Batwani RETumns s 1. Y
Ei-‘i_.lt':-{}& . SRR Eggzg
ACFIE - k .
B : £20.05  MEGADING MASTER SraTem Converno:
Bax I-I-’n: A'_:,;!,;. 2 £]QW PLay g YOUR CLASSIC MASTER SYSTEM GAMES
Batma Paws 0e Fuey ke onommEMGAmES 82 . E19W
Es:m._'s;r-tl Dwansais ; %gggﬁ e Dl
areion Foooa,, 5 capJapuness Mesa Dene Convemoe:
g_li:iﬁi éhfl. K EEE% P IR0t EK ANERC A R JAPANESE GAMES 4N
BLE SwicH k. O voum UK. Mecapeve £l
Eﬂ GONS La Eﬂﬁ‘fﬁ Py Acow ey 2 Cher Cumoce.___E37 99
ESPN EA {E-li SR TR Hearsenten 2 Jowhad - 3 SUTION PAD WITH TIRBO-FRE
Et R Beooa. EEE AUTOREE AND SIOW MOTICN, Burfons ABOYZ
;;Ifl:‘ g Soct T AR g MMNOMDUALY SWICHAKE MuS 3 BRA
: AL LU ¥ TUMBCBUTTONS Lo E1399
Funac, i £3159
Gaouso 2o Tews Bl . .
Uuma 2w 1 Joweas WiRES ON BOTH MEGADENE AMD
tlt:-.o:fmn Man Esg SNES: & BUTIONS WITH T8O, AUTO FRE, 310w
Leig EsroRcEis 2. £32.99 MO AND) ADOED THUMS CONTICIER L1999
o R 1,
MICIE VAN £15.90 QuosmorPmond ... £ 99
M sc=T Rupees HEW 3 Bumom Mecasene Pap._..... — L
WAl Kowes EI900  SATE MEGAMASTE, e
M Escam L3699
h:Jn- el B2 09 3G Meca DAne MOUSE - ESENTIAL FOR GaMES
Paral.... JH2999  wHicH use 4 CuRsOR SuCH &5 Cainon FODDER
Roao Rask k3290 Enians, SwockEr. CoiES W 5 O
gl £3999 ot SAVE £10 o £1999
R ORI 1:,1 d Ul
Senaamd SOCCH £29.99 o
S I":.!-? :‘-‘_':'._n,:.'-__;-_ Mgt 2) EEW rs':‘- d rhob 5:‘ 'a.-f‘\f |5 i 4 HEI b
E-TI‘:—: EEE% W TEmmmenon CHEAT Aparror Fon Gave Geai . SCAIL
5-____514. ; 3 : ; E?‘I;q T I Iy M
IT:trmu.:._ vk 1999 - FREE MEMBERSHIP
':l\ Gow W Ei_lf;’:"':' ~ AIT Frices Includs VAT,
WORD Cip USA 9. R 99 EXTRA FAST DELIVERY, 2-3 WORKING DAYS
FOR CLEARANCE IF SENDING & CHEQUE
Ratmie rE J#]
ﬁl.":f,l'.'?:'.,, 7 ' Efﬁ gt m- ITEMS ORDERED FIOM US ARE FULLY
i i ' MSUEED AGARNST LOSS OR DAMAGE
Lou :l'-' £1499
Desgir Smue E'a‘! P ALL ITEMAS (ISTED ARE MORMALLY IN
D, Rosomans Meas Bean MacHME £49% STOCE AMD ARE DNSPATCHED THE SAME
DGO L2655 DAY WHENEVER POSSIBLE
E_. M '|_i| M '? .}:
o ‘:,J,' { %g.; ALL GOODS ARE FULLY GUARANTEED. |
ica Dok Cd 90 AMY ITEM DOESHT WORK A5 N
Joce Book ... SHOULD, WELL REPLACE IT IMAMEDIATELY
:!IIIJ-: B KomgaT 2 Eli EE AT NO COST TO YOI ;
A0 KASH
SmssH TV £p99 1000°5 OF TITLES AVAILABLE, F YOU
SRS 5. E2599 CAMT SEE THE ITEM YOU WAMNT PLEASE
SonC SANaAL. N ek d599 Egﬁp;iﬂsmcimlﬁs DLy
- 3 E D A
E'-':'mi.; ' ﬁ 35 AVAILABLE FOR AL MACHIES
Smeets Of Race L1490 ORDER BY PHONE, FAX OR THROUGH
'|'II } o Q-,"‘ L =
-;-::Q“'r'wga;-qi E*é\?ﬁ OUR EXCLUSIVE FREE POST SERVICE
VORD LUP U Ld

Cul Out This order form and post fo :
AMEPLAY, FREEPOST LS5924,

BATLEY, W. YORKSHIRE WF17 7BR.

POSTCODE
I CasH CHEQUE PostaL OrDER
I CarD NUMBER

A et s R S S

Expiry DATE

£39.99, AVP (Jag)

ITEM

- £45.99, Magic Carpet (CD Rom)

- £31.99.

MACHINE Price

Postoge is FREE on oll accessories and
ordery of more than ane iem. Plaass ADD
E1 for crders of |u1.l one software ilem,

N Cheques payable to 'Gameplay'.

/ Prices correel ol Hime of F'“‘E o prass. E & OF

P&P
TOTAL

H:[H'h miminnmn
. . N S . . S

A



FEEL THE

THROBBING POWER
BETWEEN YOUR LEGS

THE CLOSEST TO
RIDING A BIKE ON
A CONSOLE.

Sega Magazine,
March 1995,

90%

Sega Pro, ' " T Ium-,...
Easter 1995. ' - I '

—

AVAILABLE ON THE
MEGiA ORivE

SUPER NINTENDD

ENTERTAINNENT SYSTEM
I PAL VERSION HEEE

AVAILABLE FROM

nawas saKi

SLJF’EF%BII-{ES *

HOLD TIGHT! Get ready for some serious stimulation with the most realistic and £ m Q f F

advanced superbike challenge you've ever seen. Racing with the legendary Team Green’, :

you'll experience incredible speed and frighteningly realistic thrills dn 15 of the world's H OU CHER
most glamorous circuits. But as you take your Kawasaki ZXR750R to the limits will you be When you buy Kawasaki Superbikes
able to handle the adrenaline overload? After all, when you've got such awesome power on Mega Drive from any

between your legs, you could find it hard to control your excitement. Future Zone store

I ol b uded in oonjenction

h'!.ratlable on Mega Drive 17" March * Available on Super Nintendo Mid-June vith any other 1 bt i b addition

g
i -

. 4 1 00001 ancd until 35t May 1995 '
ot e onby

-

Kawasaki"™, ©1995 Domark Group Ltd. All rights reserved. Licensed to Time Warner Interactive, Europe and Japan.

'SEGA’ anc '"MEGA DRIVE' are trademarks of SEGA ENTERPRISES LTD.
TIME WARNER INTERACTIVE, | RUSHMILLS, BEDFORD ROAD, NORTHAMPTON NNA 7YH. TEL: 01604 602800 FAX: 01604 602832




